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EDITORIAL 


A NEW BEGINNING? 


What a late edition... what a late... 
edition. Believe me, | do hate to 
give you 91s this amaiing maga- 
line late every month but І must 
come forward into a problem the 
community has and has heen по- 
ticeable in last few months, even 
since the beginning of Version 5.0 
of ScrewAttack. 


The submissions for the magazine 
are lacking. Yes. The magazine is 
suffering of a lack of interest and submissions from part of the community 
and [ve said this before to you 91's, the magazine is nothing without your 
help and interest. Many of you have come forward and ask me “why there 
is ScrewAttack Content in the magazine? Isn't this a 91 magazine?” To what 
Ihave always answered: “Well... the 91's didn't submit what | needed so this 
has been added to have content.” 





Asking and begging 24/7 for content to everyone is not ту style. lt has been 
over a year since the magazine started, next September is would be the 2 year 
anniversary of this amazing projects and I'm really doubting that we can have 
more issues on the future. Just like TV series, if the rating is low, the show 
cancels and definitely applies to the magazine; І was hoping that this would 
had become an automated interest from the community, no need to ask, no 
last minute submissions, a on-time monthly magazine for all of you. 


So, new version of the site. Many features have returned and 91's are loving 
every one of them, activity has increased so | think we can improve in the fo- 
llowing months. Everyone, І really want to keep this on till ScrewAttack cease 
to exist; І know we can do this but | cant do this alone. Let's work together 
again and keep this magazine rolling, І do have faith in the community and І 
know this will improve. 


See ya soon on the E3 issue. 


The ScrewAttack Bolt! 
Every month in the front page | 


hide a small ScrewAttack Bolt so 
you can find it, the lucky one: 


NO WINNER! 





No one found last month the bolt, 
good luck next time! 
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Sonic Я: EL pisore 114 


Release Date: May 15th 
Platform: PSN, XBLA, PC, IOS, Android, Windows Phone 7 
Hype Level: 7/10 


SONIC A 


ы EPISODE П —— y 





gl Madklero15 thinks: 


After, suffering many, horrible tragedies that won't be 
forgiven easily, Sonic has managed to get himself back 
on track. One of, those games that helped him get back 
onithat:trackwwasithe first episode of Sonic 4, which took 
alot-fromiits Genesis predecessors: Now,the second epi- 
sode will arrive: Gan it: fixsome of,the mistakes the first 
episode made? | 


Episode)2\will feature some significant new, features, the 
biggest ones the abilityito play Sonic's buddy ails both 
on and offline: Both the graphics and the physics have 
been improved; alongwith a biggeremphasison speed: 
An interesting feature is that when you buy, this game 
and Episode 1 on the same console (so screwsyou, peo- 
ple who bought. it on the Wii); you getto play, as Metal 
Sonic through the main levels of/Episode 1, which аге a 
little bit changed of,course 





1 liked Sonic 4, but-l’did“thinkdit/had’a few problems: 
Being episodicis not-aniexcuse to be that short; the phy; 
sics never, really worked} and Sonic always took«a while 
to get started! Still, Episode)2 looks to improve almost all 
of.that; and adding|Tails is a very, nice treat-too. Its clas- 
sic Sonic, and while'that/can go wrong, it.doesn't.look 
like it here: Episode 2 will|!hopefully be a treat. 


Thumbs Up/Down: ATwo-tailed Thumbs Up 
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REVIEWS: MAY- 


Marto TENNIS PEN 


Release Date: May 20th (NA) 24th (AUS) 25th (EU) 
Platform: 3DS 
Hype Level: 7/10 





Gil MadHero ls thinks: 


Mariojisnisthelsportsinutihejused|to]be*O7don;tigetime] 
ARE Page SA 
cin (Mal) estela ian ШЗ OME ES SEAS 
ЕКЕ КЕНЕ: гойпекеппіўсоццм і MEMO АШИР бй BEA 
I: й 2 MorshouldiMario)havelstayed lin]retirement?| 


Osan will [9 EG © is (005159933906) Win SAMS 
changesjbecauselofitheBDSjoficoursesrorthelfirstitime 
in\thefseriesäthere'sinowjonlinejplayjthanksitojtheiNin, 
no Nas You Em also clo aval 
thanksitoppanelsionitheWouch|Screensrhere'SialsoJsome! 
ms issue tan, SE ЕЗ Sor MENO 
jrennisdinjwhichyyoulhitiblockszenemies; 
tennis]ballsiinllevelSifromithejfrstiSuper 
Miilwilllalsojoinitheifray/andihe/shelisjfully/customiza, 
bleithanksitojitemsithatyoufcan]buy: 


MEMO Tennis ‘fer tina Casi VES Sm) EGY N 

ау 9a pe w сас атаара рел рі 9 US 

зате е 

апа 1913 Gi? exar mos O ey 

Tu аа E e WN e M нош 
МЕТ ОБ 





ea ‚tennisihistonyXGame,)set;, 
MERAN: 


Thumbs Up/Down:A'SwingingThumbs Up 
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пусу Сес ЕИ TOTS P 


elease Date: Мау 22nd (NA), 25th (EU) 


3, Xbox 360 


- 


You аге just. a regular guy,or, gal from a fishing village: 
Then all пасаў? dragon, comes and destroysithe' 
place. Being the courageous type, you attack‘ (ШӘ ЕР! 
gon, and the dragon responds by ripping outyour, heart m | 
Temple of Doom style. However, you turnjoutito Be ап 
Arisen, а Dovahkiin style hero Who) Паз: "they power I 
take down the dragon: i PI 


D] Е 






- 





E 
Dragon's Dogma's world! like most RPG's is fully explo- 
rable, and there are plenty of quests to ensure your tra- 
veling. Its combat-is in the third person, and youill be 
able to fully customize your character. The most interes- 
ting feature is the Pawn System, in which you travel with 
a buddy. who is fully customizable aswell this Pawn can 
then be hired by, Other, people Online, but will return to 
you with a bunch of rewards: \ Т 
Y | > ч) Н y “ —— 

lwasnit all that excited about: the game at first, butilike” 
Kingdoms of, J Amalur, seeing and hearing more aboutit. 
hasimade me more’ excited! Having the games ern 
done by the Devil may, Gry g guys pretty muchie 
that there will! belcool combat, and the Pawn ster 
seems like a interesting way to do onlines It: 
ting if it will stand out of the crowd, Бодит ше 
аа buying this game. | 
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gi Madhleroil5ithinks: 


Motionlcontrolsihaveinevenreacheditheintrueipotential: 
SEE ON 520) 59776166) EI БӘ суша? У EISE, 
nonejareIdoinglanythinglinteresting3SojthelPlaystation 
Меў wantsitolgivelitianother¡shotwithiSorcery/algame 
thatimakesjyouluse\thejcontrollerlikela\wandlsithelre- 
sultimagical&orjalcurse ? 


You Ema cere WP Ее tapprenticewhosibusyitolmas; 
terithelarcanelartsisoithatihelmaybelableitojprotectihis 
nn Ra ye Ээ [Це] ЕШ OE 5 Us 
ERS, апа (ӘШ-ЕКСШІЗ O av (319 iia mark o 
darknessaYoulmustitravelithroughitheldarkl[earie Кіпа: 
dom siinlorderstolstopjtheldarkness from 195079810118 
Wink GEG Will ENS 1172, spells: ЕШ шша агејирагаааз 
OSE ala bunchf,potionsiandlitemsitofcollect# 
You таке? ithe 32916 usingithe!Movelcontrollersolthat 
You can attack@nemiesjorssolvelpuzzliesäliherelarelalso 
[some side; quests (бо) CAL In) тіс yeu in) Elm 
more about; ШӘ ер өл rescuelkids: = 
Whan I saw Seres ers зе е [Пеле EVES маб ine 
teresting. | thought: ALE someonelfoundfan interes: 
ny WENO use I motion) controlS3Howeverzase verything 
Ten on), uin omar fad ER WEY, Кезі Trina 913 
tantlyjusing[different gesturesi огне spellsitojbecome 
579111112), 5 10 (690110518 (| (21548 Ур SUES O 
root:fonitabutitimayjhavelbeenitoo]late: 


Thumbs!Up/Down?Almägicaliifhumbs/Down 
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FRESISTANCE: BURNING SKIES 








I 
gi Mad етот 5 thinks: 
Despite a = s ЕНЕ a game in thelUnchartedf 


franchise the Vita stillis nt doing incrediblygwell Howez 
ver, Sony seems,adamantto) not let the handheld ee) o) 
GREY 
waste. How,so?,Well howabouta prequel to the popular 
Resistance series: Gan Burning Skies set the sky Бізге?” 
oris the lack of Insomniac.too big} оға catch Ze ““ 
` ! 





Set in 1951, the evil Сһітега аге starting, DABA the 
East Coast of the USA You аге a New, York fireman na. 
med Тот Riley, who wants to find his family, who are in 
the middle of this invasion. He also might have a little 
more to do with this invasion than we think: 


Burning Skies big marketing point is the fact that it will 
be the first FPS on a handheld with duel analog control 
(yes; that swhatthey, re marketing). There'smultiplayer of 
course.There'stheTeam Deathmatch) and a modê known 
as Survival: There will also be some usage of the touchs- 
creen for weapons such) as the Bullseye or the Carbine. 


/ 








| genuinely, like the Akne: series, but !/can‘t sayim] 
excited for-this one. While: Retribution on the PSP.tumed 
out to be cool, this game lis done by;Nihilisticy tudios? 
who) don't exactly һауе a good trackdrecord (Iook4 [o 
further than Playstation Move Heroes апаіМагуе!: ¡Rise 
of the Imperfects). Besides, if youre marketing it опе 
fact that it has a dual analog controlischeme, there may, 
be a problem somewhere: 


Thumbs Up/Down: A Dual Analog;T uf 
қ A 


ne UN 














Leco Batman 2: E SUPERHEROES 


Release: June 1st (NA) 27th (EU) 
Platform: PC, PS3, Vita, 3DS, Wii, Xbox 360 


Hype Level: 6/10 


stepping ino llego fendita ig frs 
js A А 


фае кў 


тато неў тбтбгайево Юга о ев рос Now 
| SE une A On a 





einen = | 

cud en ёі anro svo pho dnt 
Estany andl MUS Maa ae sky it 
en now ba dena vin eller, Mh ша wil else 
арэна ра «ФЕ ӘХ ЗЕ nia fin 
MIMS KE ERIE a dinge eka in аєа! gems, 


[ләр -. (х Ofihatersabutl Maira пес ојдатеѕҸо) 
meitheyjrepresent/so miis tjgames Eten b3 
ріауеа in ina ahê сц EE willl EY dns SAAB 
guine nde leithelparents ee ¡silly (9579) vi: 
E eferenc es that mean) llego, Batman] Ж 


ge! ga, 501141 
¡worth 
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gl Madklero15 thinks: ( 


What new. IPs has the Vita delivered so) far? Little Do. 
viants I know, and Unit 13; butfor the rest it has relied 
on franchises such as Uncharted and Mod Nation Racers. 
However, the Vita is about to get a very interesting Pi in 
the form of Gravity, Rush, a game that could potentia- 
ally/change the course for portable gaming: Gan Gravity 
Rush dothat, or.williit'sinkin its own ambition? 


You play Kat, a girl who has somehow, lost her memory. 
One day, she comes across a mysterious black cat, and 
instead of, bad luck; gains the power, to control gravity: 
She uses this ability to protect the people of/Hekseville 
from the threat-ofithe Nevi (some evil monsters) and ап 
upcoming Gravity, Storm. 


Gravity, Rush's big gimmick:is of; course the ability, to 
control gravity. You can use it to fly, walk on walls; or 
kickthe asses of,yourenemies. The Gyro and touch conz 
trols of, the Vita can be used to control how,you change 
gravity.and where you will land: There will be some RPG 
elements, suchas leveling up, "side quests, and big other 
worlds to explore. С 2 

lve only recently, looked in deeper into Gravity Rush, 
and | must say, limivery/impressed. Тһе gravity mecha- 
nic sounds really/cool, and it looks absolutely gorgeous 
too. Some critics have been able to play, it and claim it's 
something special: | may not own a Vita, but һи! 
would own one just for, this game Vita owners, prepare 
for.yourkiller.app: 


Thumbs Up/Down: A Gravity changing Thumbs Up 











АІ сіла 5er CHAINSAW 


Release: June 12th (NA), 13th (AUS), 15th (EU) 
| Platform: Xbox 360, PS3 
| X : „Hype Level: 8/10 


cena clanes fa m Tor ina EME they 

УВВ KNOWN ا‎ одо ا‎ 

mae ae | ley Elite! IA | ай theres 
Wiss tla aans bt ant ga 
hes Вун Or gaa b ae heroes; (ШЕ? 7 
Seren of ine D namen he back 
wîn [Ше ву) GEME, ата а ће раттегіпго (49 WN 
ca albis kma Gm Chir Sure Ca 1 n üb 
й “е E | 


You plEy RS: елдер quil 19 yaar ole 
ree Bay ls pers? 
unl the ате h aene E a Classmas 
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GER Juss (8 per or a long) lina Va 
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of dudes. Max Payne 3 brings back the noir-film storytelling AID. а: 
time diving action to modern day consoles. Much like Max PES. 
game isn't without its hangovers. Can Max Payne slow-mo E Justa as well 2 

today as he did ten years ago? 








A ScrewAttack Review 
By Jared Knabenbauer 
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Developer: 


Rockstar North 


Publisher: 


Rockstar North 


Release Date: 


May 15, 2012 





he presentation in Max Payne 
Т із top notch; the gravelly 

voice over of Max Payne's in- 
ner monologue greatly accentuates 
the mood and feeling of every mo- 
ment. He breathes a little bit of life 
into everything you do. The charac- 
ter dialogue is also smartly used to 
guide you to the next objective, giv- 
ing clues on where to go next. The 
voice acting is excellent for every char- 
acter, and it all sounds very natural. 


If Rockstar nailed anything, it's the 
animations. The way Мах handles 
himself during cutscenes or 
manipulates objects is superb. Even 
during gameplay, the way Max moves 
himself around the environment or 
stands up from the ground is amazingly 
lifelike. Enemies realistically react to 
being shot, from reeling back or falling 
down from leg shots. There is an insane 
amount of detail put into the guns, 
which is very noticeable during the 
slow motion kills. The particle effects 
are just as great, especially when the 
environment is easily destructible. If 
you're unfamiliar with Max Payne, it's a 
noir-inspired cop story filled with slow 
motion bullet time fights. The story 
this time around is Max chasing after 
a woman he was hired to bodyguard, 
before everything goes to hell. From 
there, Max shoots every dude in his way. 
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New to this entry is being able to use 
cover. Using the same cover system as 
Grand Theft Auto 4, you can peek out 
and fire, or fire blindly. Moving into 
and around cover can feel a little stiff 
at times, and there is no way to quick- 
ly move from cover to cover. Instead, 
you'll use the shoot dodge maneuver. 


Hitting the right button causes Max to 
leap in any direction you choose, and 
provided he has the adrenaline, slow 
motion occurs. During this time, you 
can easily line up head shots and take 
out enemies in your way. In fact, us- 
ing the leap dodge is far more useful 
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than cover. You can manually activate 
bullet time without leaping too, which 
again, is integral to staying alive and 
getting the advantage over the slew 
of enemies and slow motion happens 
frequently. When you kill the final en- 
emy in an area, time slows down and 
follows the final bullet into its prey. 
You can continuously fire for humor- 
ous effect, and no matter how many 
times this happens, it never gets old. 


One of the most refreshing additions 
in Max Payne is an omission: there is 
no regenerating health. Instead, Max 
downs painkillers to heal himself. 





his will make death far more 
Т frequent, but the challenge is 

very much welcomed. A great 
mechanic is being shot down while 
Max still has painkillers left. It will au- 
tomatically go into slow motion, and if 
you manage to shoot down your assail- 
ant, you'll heal up and be given another 
chance. Towards the end of the game, 
you'll find yourself being shot down 
quite a bit. 


If there's one grievance, it's that the 
game feels clumsy. It may be because 
of Rockstars penchant for realistic 
movement, but he feels stiff to move. 
Quite often, he'll get caught on some- 
thing in his surroundings, which be- 
comes aggravating in tense shootouts. 
It's still enjoyable to play, though, the 
extremely well-written dialogue ampli- 
fies a decent cop drama, and the shoot- 
out gameplay is competent enough to 
keep you interested. It does feel like it 
drags on a little bit, but you'll get a lon- 
ger story than you expect. 





Through every level of the campaign, 
you can find pieces of golden guns. 
Collect them all, and you'l have a 
golden version of that weapon to 
use, although the bonus is only cos- 
metic. You can also use the Arcade 
mode to go for a high score in already 
completely parts of the campaign. 


The main reason to keep the game in 
your disc tray is the brand new multi- 
player mode. This plays out like a typi- 
cal third person shooter complete with 
experience points, custom loadouts 
and unlocks, but with leaping and slow 
motion that comes from Max Payne. 


Defeating other players gets you a bit 
of adrenaline, and when you slow down 
time, it slows down for everybody. You'll 
have the advantage of slightly faster 
aiming, and it's much more difficult for 
anyone to get enough adrenaline for 
slow motion. Which is good, so that 
each match isn't bogged down from 
constant bullet time. 
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ou can loot bodies for 
Y additional ammo, adrenaline, 

or painkillers, and the last 
stand slow mo works in multiplayer 
as well. The different game modes 
are about what you would expect. 
Variations of death match, domination 
and capture the flag are intact, and a 
Payne Killer mode has players battling 
to play as the overpowered Max Payne. 
The most unique mode is Gang Wars, 
which pits two teams іп five rounds with 
eachround having a different objective. 
Winning each round gives you a bonus 
to your team score in the final round's 
death match. All in all, the multiplayer 
is okay. It's a decent distraction and can 
hold your time for a while, but it won't 
be on your mind several weeks from 
now. Because of the unlockables and 
levels, those who have played more 
have a considerable advantage over 
everyone else. The Gang Wars mode 
is the best one, aside from the vanilla 
team deathmatch. It’s certainly worth 
checking out, but the single player 
mode is the biggest attraction. 


When you get right down to it, Max 
Payne 3 is simply a decent cover-based 
shooter with extremely well presented 
cutscenes. It doesn't do anything new 
or spectacular for the genre, but noth- 
ing is done especially wrong either. It's 
well made and it's an enjoyable ride, 
with the multiplayer adding in a few 
more hours of entertainment. It's worth 
seeing through to the end, all the way 
up until the hot metal casing of Max’s 
last bullet drops to the floor. | 


ScrewAttack's Rating 


8/ 10 Rent It 


8.7/10 tur: 


A Review Score by May 28'", 2012. 





(85 are great games that have some- 
thing holding it back from excellence, 
or some features aren't as polished. The 
gameisstillextremelyworthyofplaying, 
but it may not bethe most impressive.) 
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Mario gets around when it comesito sports: Не 5 seen in racing Soccer even 
basketball?l!ve’played all of those” but | never played the Mario Tennis 
games" UOC intrigued about the all new 3DS game Mario Tennis Open: 
because Il wanted to see what everyone liked so much about the series. 

^ Now that lve played it Ihave to ask: һа в it that people like so much 
about this series? 
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A'ScrewAttach Review 
By Jared Knabenbauer 
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Mario Tennis: Open 


Developer: 


Camelot 


Publisher: 
Nintendo 


Systems: 
Nintendo 3D5 


Release Date: 


M ay 20%", 2012 
ario Tennis Open is tennis. 
M There's no better way 
to describe it, which is 
bizarre for a Mario-themed sports title. 
Typically, whenever a sport gets the 
Mario treatment, you can expect over 
the top maneuvers, maybe some power 
ups, and generally “wacky” gameplay. 
This is not the case in Mario Tennis 
Open, which stays more grounded in 
reality than you would expect. 





There are a group of different shots 
you can do. These cover the range of 
every typical tennis swing: top spin, 
a lob, line shot, slice, and a drop shot. 
Performing any one of these frequently 
because a colored circle appears on 
the opponent's side of the court. Each 
shot is associated with a different color, 
such as red for top spins and purple for 
a line shot. Use the appropriate swing 
in that colored circle and you'll per- 
form a smash hit, which is like a pseu- 
do-super shot that accentuates the 
power of the swing. It makes lobs go 
higher, slices curve wildly out of court 
and back in, and line shots even faster. 


This makes the entire game like play- 
ing a game of "Simon". Not only does 
the colored circle tell you where exactly 
the ball will land, it tells you exactly 
what swing to use to properly counter. 
It takes away a lot of the challenge and 





strategy behind playing. It's not about 
using a variety of swings to trip up your 
opponent; it's following directions until 
someone messes up. To make it easier, 
the X button serves as the "easy swing”, 
which translates to automatically per- 
forming the best counter-swing pos- 
sible with no discemible disadvantage 
from using the actual button presses. 
You can feasibly play every match and 
play just as well as you normally would 
be using only the X button. Every Ma- 
rio character imaginable appears, each 
with a type of play style. For example, 
Mario and Luigi are all-around char- 
acters, Bowser and Donkey Kong are 
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power hitters, and Waluigi is defensive. 
Those characteristics are the only thing 
that defines them from each other. 
There are not any character-specific 
super shots to perform. It keeps ev- 
eryone a little more balanced, but it 
also makes everyone much blander. 


The newest addition to the roster is 
yourself. You can play as your Mii, and 
customize him to your liking, which is 
easily the strongest allure of the game. 
Your Mii starts off as generic as it comes, 
but as you play any game mode, regard- 
less of winning or losing, you'll unlocka 
multitude of equipment themed after 
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the iconic characters and other items 
from the Mario universe. You can get 
different rackets, clothing, wristbands, 
and shoes, each modifying your differ- 
ent statistics, like speed, serve power, 
and trick shots. Unfortunately, there's 
no way to see what your Mii's stats 
are like without going to an item and 
changing it, so it's hard to gauge ex- 
actly how you are modifying yourself. 
But, І found myself wanting to play as 
my Mii more than any other character. 


You purchase items with coins, which 
are obtained from winning matches 
or from mini-games. One of the mini- 
games has you knocking ink covered 
tennis balls back at piranha plants and 
missing one blots your screen with 
black goo. Another has you guiding 
the ball through rings on the court to 
accumulate a high score. As the rings 
get larger, they become worthless. A 
third game based on Super Mario Gal- 
axy, with themed music and stage lay- 
out, has you collecting star pieces with 
disappearing platforms, preventing 
you from hitting the ball into the same 
place twice. The last one is Super Ten- 
nis Bros. You go through modified stag- 
es of the NES Super Mario Bros. game 
using the tennis ball to collect coins, 
get mushrooms, and stomp goombas. 


The piranha plant and ring mini-games 
are the weakest. The Mario Galaxy one 
is better, making you smartly place 
your shots and get a higher score. Su- 
per Tennis Bros. is the strongest of 
the bunch. Getting a mushroom and 
breaking every block on screen and 


still being able to find secrets through- 
out is enjoyable, if not a bit novel. 


The coolness factor still runs out rather 
quickly, but it is the fastest way to get 
coins to buy more things for your Mii. 
The mini-games aren't enough to keep 
you coming back, and neither is the sin- 
gle player mode. Rather than a career 
mode like they've had in the series past, 
it only consists of playing through eight 
single or doubles tournament ladder. 
The tournaments are only worth play- 
ing to unlock new characters or items. 
The multiplayer is okay. 


The standard single and doubles modes 
apply with 2-4 players, and can be tak- 
en online. You can also do the ring and 
Super Tennis Bros. minigames, though 
they don't add much to the fun factor. 
The simplistic gameplay also makes 
competitive multiplayer rather dull. 


If nothing else, Camelot certainly 
made the game look pretty good and 
play smoothly. Character animations 
and frame rate are top notch. Your Mii 
sprouts legs and arms and looks pro- 
portionate. The stages are colorful, but 
the music, while upbeat, is forgettable. 
There is a 3D view mode that brings the 
camera right behind your character. 
You use the gyroscope to aim your shot 
while the computer moves your around 
for you. It activates on its own, as de- 
pending what way you tilt your 3DS 
automatically changes the view point. 
| found that my comfortable way of 
playing means using an uncomfortable 
view point, and you can thankfully turn 
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the 3D view mode completely off. 


Mario Tennis Open plays well, but there 
just isn't much to it. The single player 
tournament ladders are pretty basic, 
and the mini-games don't have much 
staying power. The huge amount of 
unlockables for your customizable Mii 
is pretty cool, but there isn’t a drive to 
want to get them. The simplistic game- 
play is a huge downer, and it just feels 
like it isn't a "Mario" game. There aren't 
any wacky courts with hazardous traps 
or stupidly powerful special shots. It's 
all so straight-forward and ho-hum that 
the whole game just feels so lackluster. 
It's well made, yes, but it does not have 
that fun factor expected in Mario games. 


Even longtime Mario Tennis fans will be 
disappointed with this one. € 


5crewAttack's Rating 
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Community Rating 
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Dino Beatdown 


Developer: 


Spiral Game Studios 


Publisher: 
Spiral Game Studios 


Systems: 
PC 


Release Date: 
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urassic Park itself is 
responsible for nearly thirty 
titles. Monstrous in shape, 
with purely primal motives, these 
reptilian beasts make for excellent 
adversaries. Unlike the undead, which 
often come with an extra helping of 
social commentary, dinosaurs are 
completely inhuman, making them 
even more perfect for gunning down іп 
droves. Enter ORION: Dino Beatdown, 
a cooperative survival FPS built using 
the Unreal engine by the guys at Spiral 
Game Studios. Alongside four other 
players, you fend off encroaching 
waves of dinosaurs at bases scattered 
throughout three distinct worlds 
(forest, desert and grassland themes), 
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which look pretty enough, if a little 
dated. Like Valve's popular Left 4 Dead, 
ORION features several types of enemy 
that each takes different approaches 
to killing you. Raptors dart and leap 
around, often dodging left to right as 
they try and flank you, and while they 
don't take many bullets to kill, they hunt 
in packs that soon become swarms as 
you defeat more and more waves. 


The hulking T-Rex is more direct, 
ploughing through anything and 
everything in an attempt to murder 
you. Should you get out of their reach, 
these leviathans will use their powerful 
jaws to tear a chunk of rock out of the 
ground and hurl it at you - probably 
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one of the most unintentionally funny 
ways to die in a video game in ages. The 
Rhamis aflying beast that swoops down 
to snatch you up in its claws, flying you 
to great heights before dropping you 
to your doom. To counter the incoming 
waves of hungry dinosaurs, you must 
first pick one of three classes, each with 
a unique ability. You have the assault 
class, equipped with a jetpack, the 
recon class which sneaks around using 
a cloaking device, and a support class 
which heals teammates and eventually 
repairs vehicles. 


As you slaughter the reptilian hordes, 
you are awarded credits which can be 
used at different buildings around the 
bases to upgrade your character (with 
perks such as increased damage or clip 
size) and buy new weapons. There's a 
decent array of guns to choose from, 
and while you start with nothing more 
than the most basic of weapons, you 
can end up with devastating laser ri- 
fles and rocket launchers. You can also 
get several vehicles, which range from 
speedy bikes meant for exploring to 
the VTOL, an air support vehicle that 
packs quite the punch. 


Sounds good so far, right? Unfortu- 
nately, despite having a solid concept, 
its the execution where ORION falls 
flat. For starters, the Al of the dinosaurs 





ranges from slightly awkward to down- 
right stupid. Raptors and the T-Rex end 
up running into corners and getting 
stuck while you empty clips into them, 
or will change target for no apparent 
reason in the midst of battle, making 
them seem completely clueless. For 
the two classes without a jetpack, the 
Rhams are incredibly aggravating, es- 
pecially when more than one decides 
that you are going to get slam-dunked, 
teaming up andrendering you helpless. 
The game’s difficulty curve is incredibly 
steep, and by the third or fourth wave 
you'll be fighting ludicrous numbers of 
dinosaurs, forcing you to huddle away 
inside buildings where only the fragile 
raptors can get to you. 


This feels cheap, but is often the only 
way to survive. On the other hand, the 
assault class will find it all too easy, able 
to escape to rooftops where raptors 
can't reach with the jetpack trivializing 
the threat of the airborne enemies. The 
only thing that becomes dangerous 


then is the tyrannosaur's rock-throwing 
ability, which can blindside you without 
warning, killing you instantly. The worst 
thing about the massive increase in 
difficulty is that when you join a game 
in progress, or respawn after dying on 
later waves, it is almost impossible to 
get into the swing of things because 
the starting weapons are nowhere near 
effective enough for that stage of the 
game. Even worse, the combat doesn't 
really feel all that fun to begin with. 
Dinosaurs don't seem to react to being 
shot at all until they die, at which point 
they ragdoll with hilarious results (T-Rex 
backflips are not uncommon). It just 
feels a little too stiff and mechanical. 


ORION also suffers from a lot of glitch- 
es. Models clip through the environ- 
ment on a whim, especially the T-Rex, 
whose head seems to bust through 
walls more regularly than the Kool- 
Aid Man. The in-game menus are un- 
responsive at times too, as well as un- 
informative — you can't even see how 








many credits you have when upgrad- 
ing/buying weapons. The sound ef- 
fects aren't particularly great and often 
just don't work, mostly where vehicles 
are concerned. As it turns out, you can 
also get stuck in the terrain fairly easily. 


When it comes down to it, ORION 
has a great concept but is ultimately 
deeply flawed. This is somewhat for- 
givable given the shoestring budget it 
was built on, and the relatively cheap 
price of $9.99 on Steam, but it's baf- 
fling how the game made it to release 
in the state it's in. Spiral promises 
free DLC in the future to add new di- 
nosaurs/vehicles, as well as patches, 
but it's going to take a whole lot of 
time to put ORION: Dino Beatdown's 
many issues right. Even then, it prob- 
ably won't be on par with the other 
co-op survival titles that are available. | 
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Easily one of the most beloved and revered fighters of alltime, Marvel 
vs. сара a very ey со ас to attempt a port of. 
Of course ће question on everyone’s ‘mind isn’t whether or not MvC 
2 is a good game; it is whether or not:Gapcom succeeded in keeping 


it a good game аш А translation. So did they? 
A ScrewAttack Review 












Tales of Graces f 


Developer: 
Namco Bandai 


Publisher: 
Namco Bandai 


System: 
psa 


Release Date: 
March 13", 2012 


GRAPHICS Graphics remain 

completely un- 
changed from the original MvC 2, for 
better or for worse, so if you know the ar- 
cade or Dreamcast version of the game, 
go ahead and skip to the next section. 


The sprites are still very colorful, pleas- 
ing to the eye, and offer quite a bit of de- 
tail, though nothing like the HD textures 
we're used to today. All of the charac- 
ters look incredibly dynamic thanks to 
the game's distinct art style, with a few 
specifically standing out, like Venom. 


The attacks, especially those involv- 
ing lasers and explosions, are sur- 
prisingly impressive, even by to- 
day's standards. The super moves 
specifically are absolutely stellar. 


There are only eight stages in MvC 2, 
but they are actually pretty interest- 
ing. They are each unique and fea- 
ture numerous moving parts in the 
background, which help add energy 
to an already bustling screen. Luck- 
ily they never become too distracting, 
but this is probably just because all 
the flashy attacks out-distract them. 


MvC 2 is definitely well-done visually, 
and while the unchanged graphics can 
be a little distracting at first, they soon 
become part of the game's charm. 


AUDIO You will spend a sur- 
prisingly large amount 
of time in the character select screen. 
Thank goodness that throughout all 
that time, they only play one song. And 
that song is just the repetition of one 
line over and over, broken up by a brief 
set of saxophone stings. And l'm very 
happy to report that the song doesn't 
fit the game in any way, shape, or form. 


Speaking of which, during the match- 
es themselves the music choice is ter- 
ribly out of place. It consists of mostly 
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slow jazz, but has one or two light 
pop songs. Needless to say, neither 
of these genres really inspires you 
to fight. It tries to convey a “party” 
feeling, which was a little silly even 
back then, so now it's just laughable. 


The voices are pretty hit-and-miss. 
Most of the fighters are fine, their 
shouts and grunts sounding exactly 
like one would expect them to, but 
there are quite a few annoyances. For 
example, some characters feel the 
need to declare aloud what move they 


are performing every time they do it, 
which gets really obnoxious really fast. 
Sometime, silence is golden. Better 
write that down somewhere, Spidey. 


The sound effects of MvC 2 are as good 
as any fighter Гуе played. While the 
quality itself isn't necessarily up to to- 
day's standards, they still fit the impact 
they are assigned to and make each hit 
much more satisfying. The combined 
sounds of a fully-charged super move 
is incredibly invigorating, especially if 
it's followed by the announcer proudly 
declaring "KO". 


Music is really the only out-dated ele- 
ment of MvC 2, and it is painfully ob- 
vious (highlighted by a woman softly 
singing "don't give up" to you after los- 
ing a match). The voices and sound ef- 
fects, however, are timeless. 

Marvel vs Cap- 


GAMEPLAY com 2 is known 


and loved for its incredibly fast-paced 
combat and ridiculous, over-the-top 
action. Luckily, this essence has been 
very well maintained in the iPhone 
port, despite what many skeptics, one 
of which being a certain ScrewAttack 
reviews editor, feared. MvC 2 is a high- 
energy fighter featuring 3-on-3 match- 
ups. Emphasis is placed heavily on as- 
sists, which allow another member of 
your team to jump into the action for 
a brief amount of time to perform an 
attack. Button-mashing will get you no- 
where as even the CPUs know how to 
effectively utilize their teammates and 
their unique abilities. Mastering these 
skills is crucial to both winning and en- 
joying the game, because without it, 
you really aren't getting the true MvC 2. 


Designing controls for such a high- 
intensity fighter on a touchscreen was 
no easy feat for Capcom, but with a 
little adjusting on the user's end, they 
work well enough. For the best results, 
| recommend moving the joystick to 
the very bottom left corner. Your four 
(or six) buttons are best comfortably 
placed under your right thumb. 


Turning down the transparency of 
the buttons is also very helpful. In 
any other game, addressing how to 
arrange controls would be incred- 
ibly unnecessary, but with a game 
like MvC 2, it is very appropriate. 
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The controls are, however, the biggest 
downfall of MvC 2. It is simply the nature 
of the iOS system to put your fingers 
in the way of the screen. Most iPhone 
games adjust for this so it is only a mi- 
nuscule problem, butthis is a direct port 
of a console game. This means that your 
fingers will commonly cover up large 
portions of important screen space. 
This does take some getting used to, 
but it is nowhere near a game-breaker. 


The attacks of MvC 2 are laid out pretty 
simply. You have four buttons, one for 
kicking, one for punching, and two 
“flick” buttons. The “flick” buttons are 
designed to allow the player to slide 
it up, down, and to the sides. One 
“flick” button is used to control special 
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moves, flicking it in different directions 
triggering different attacks, and the 
other is used in the same way to activate 
assist-related actions. Occasionally 
these are counter-intuitive, such as 
Ryu's shoryuken (a jumping upper- 
cut) being assigned to left and right, 
but they are easy to memorize and 
do a great job of streamlining the 
controls, therefore limiting clutter. 


Occasionally these “flick” buttons 
don't respond, but this is a fairly rare 
occurrence. It should also be noted 
that if you would rather switch to a 
more traditional six-button control 
scheme, you can do so in the options 
menu. In this case, | personally think 
that the simpler controls work better. 


у “ ; ` RANTES Up 





_ 30 /4 


The biggest strength of MvC 
2 is definitely just how diverse 
and balanced the roster is. There 
are a few cheap characters, spe- 
cifically Iceman, but for the most 
part things are pretty fair. Find- 
ing and then memorizing the 
moves of your favorite charac- 
ters is a little intimidating at first, 
but you will very quickly develop 
a trio of fighters that simply work 
the way you want them to. Trust 
me when | say that there are 
plenty for every type of player. 


Marvel vs. Capcom 2 is a very 
unique game. Most fighters are 
intense, but very few can reach 
this level of chaos. To those just 
watching the game, MvC 2 ap- 
pears to be just pure carnage, 
but players know that there is a great 
deal of method behind the madness. It 
should be noted that І experienced all 
the madness this game could dish out 
without a hint of frame rate drop. 


REPLAYABILITY 


Because | take this position very seri- 
ously, | sat down and did some math. 
After figuring in all characters and as- 
sist moves, | discovered that there are 
nearly nine million different combi- 
nations of match-ups in MvC 2. All for 
$4.99. While of course you aren't going 
to play that many matches (І hope), 
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that massive number does give you a 
good indication of just how much ex- 
perimenting and discovery awaits you 
in this incredibly deep fighter. Only 24 
characters (out of 56) are available at 
the beginning of the game. The rest 
have to be unlocked by beating the 
game while fulfilling certain criteria. 
As an alternative, there is an in-game 
shop that allows you to purchase new 
characters, colors, and artwork. Re- 
freshingly, these points are obtained 
exclusively by playing the game. In a 
very strange move for Capcom, there 
are no in-app purchases. The main 
mode of MvC 2 is the Arcade Mode, 





which consists of seven stages, topped 
off by a three-part final boss. While 
playing straight through will only take 
an average player about 20 minutes, 
the nearly endless amount of combi- 
nations make anyone stopping after a 
single playthrough absolutely criminal, 
especially when it's such a fun game. 


While there is a bluetooth mode, al- 
lowing you to play against friends who 
are in the same room as you, the lack 
of an online mode is just painful. With 
nearly every fighter these days having 
one, including Street Fighter 4 Volt (an 
¡OS Street Fighter game by Capcom), 
this is incredibly disappointing. Yes, 
this game is a direct port of the origi- 
nal, which did not have online either, 
but the PS3 and 360 rereleases, did. 
| strongly urge Capcom to add this 
as a FREE update later on, because 
as is, the game feels a little lacking. 


Marvel vs. Capcom 2 still holds up today 
as one of the best fighters of all time, 
and this port, for the most part, lives up 
to that legacy. If you already own MvC 
2, this isn't really worth your time and 
money since nothing has changed and 
you'll most likely be unable to adapt to 
the new controls. If you're new to the 
series, however, be prepared to spend 
hours of your downtime selecting and 
fine-tuning your perfect trio of super- 
heroes and Street Fighters. While an iOS 
original may be better suited for the 
platform, you'll be hard-pressed to find 
an iPhone fighter more intense, more 
robust, ог more fun. R 
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ScrewAttack's Rating 


8/10 Buy It q 
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Every year there tends to be a handful of indie titles that capture the hearts and 
minds of EU se who play them. Fez could very well be one of this year’s select few. 


) . Fez is full of lovable characters, fun eight-bit graphics, and a puzzle system that is 
“easy to engage but nearly impossible to master. 








А ScrewAttach Review 
By Austin Smith 
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FEZ 


Developer: 
Polytron Studios 


Publisher: 
Microsoft 


System: 
Xbox 360 (Arcade) 


Release Date: 
April 13", 2012 


t its heart, Fez is a platform- 
А ing puzzle game with the 

most basic controls. At the 
game's onset, it's hard to imagine how 
such basic gameplay could ever evolve 
into a mind bending experience—but 
it does, and it doesn't waste any time 
doing it either. A mere fifteen minutes 
in, the story takes a standard two-di- 
mensional (2D) platformer and adds a 
third dimension. However, Fez does it 
in a very non-traditional way: instead of 
being able to run into the foreground 
and background like most three-di- 
mensional (3D) games, players still 
navigate the world in a 2D plane but 
can use the trigger buttons to change 
the cameras perspective of the player. 
Changing perspective quickly be- 
comes the key element to everything 
the player does throughout the rest 
of the game. It can make two distant 
trees seem closer together, and turn an 
incredibly long jump into a small hop. 
Fez does a wonderful job of using this 
concept to its full potential. Early stages 
are easy but still engaging, most puz- 
zles only involving a single perspective 
change here and there. The game does 
a great job of slowly ratcheting up the 
difficulty, and before players even real- 
ize it they are leaping from a platform 
and changing the perspective in midair 
to land safely on a platform that would 
normally be inaccessible. 
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The one thing that truly makes Fez en- 
gaging to players of all kinds is the dif- 
ficulty. Fez never punishes the player 
for trying something. While this would 
normally make a game feel far too sim- 
ple, many of Fez's puzzles show players 
that the game is anything but simple. 
What this lack of punishment does is 
allow everyone to enjoy Fez, not just 
traditional gamers. In Fez, falling off the 
stage merely results in being placed 
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back on the ledge that the player fell 
from—no reloading check points, no 
loading the last save. This system al- 
lows players to try that jump they aren't 
sure of, or to see if the hero, Gomez, can 
swim in that mysterious liquid or if he 
cries out in agony as he disintegrates in 
it. This experimentation is part of what 
makes finally solving a difficult puzzle 
or ascending to the top of a structure 
so rewarding. Even though dying has 


few repercussions, players still feel a 
great sense of accomplishment when 
completing tasks. The only real game- 
play issues that crop up are glitches. 
There are a few spots within the game 
that making the wrong jump or trying 
to re-enter a door too quickly leads to 
infinite death loops or the game lock- 
ing up. These instances are few and far 
between though and do little to tarnish 
the overall experience. 


As players progress, each new area they 
unlock is more mesmerizing than the 
last, from towering windmills to dark 
sewers. The 8-bit graphics add a sort 
of charm to each new setting. Players 
will also find that even though Gomez 
is only 8-bits he is surprisingly expres- 
sive; he'll lay down and fall asleep while 
idle, beam with joy after completing an 
objective, and players will even be able 
to see the desperation on his little face 
as he clings to a ledge. Along with Fez's 
retro music selection the game feels 
like a blast from the past in all the right 
ways. Fans of classic platformers will 
feel right at home in Fez. The team at 
Polytron truly did an excellent job rec- 
reating a 2D universe within a 3D realm. 


Within each vibrant new area there are 
a host of things to do and collect. There 
is usually at least one puzzle in each 
area in addition to the fact that simply 
navigating the area tends to be a puz- 
zle. Completing each puzzle rewards 
players with treasure chests containing 
clues to solving other puzzles or keys 
to unlock new areas. Throughout all 
this players are working to collect cube 
parts to save their village. There are 
thirty-two cubes and thirty-two anti- 
cubes in all, but players need not col- 
lect every last bit to finish the game. In 
fact, players needn't collect any of the 
anti-cubes at all. Since replaying the 
game doesn't change any level layouts 
or puzzles at all, adding in this set of 
thirty-two incredibly difficult to obtain 
anti-cubes helps to ensure that players 
have something to come back and work 
towards even after the game is done. 


Players also have access to a world map 
that charts how each level is connected 
to another and what items are still hid- 
den within the area. Unfortunately, by 
the end of the game the map ends up 
a jumbled mess of lines, which makes 
using it to navigate from one area to 





another almost useless. Simply making 
one large world map with the major ar- 
eas on it and allowing players to select 
an area to view its smaller, adjacent ar- 
eas would have done wonders to clean 
up the map. However, the ability to see 
what areas are complete and what areas 
still have secrets left to uncover is very 
useful, especially for completionists try- 
ing to hunt down the last few items. 


Fez is a magnificent game that delivers 
a fun and engaging experience. Audio 
and visual blend together to create a 
charming retro feel while gameplay 
will keep players of all types coming 
back again and again. The true glory 
of Fez is really in its accessibility. It ca- 
ters to the causal gamers out there that 
avoid most games simply because they 
are too hard or the learning curves are 
too steep, while still being interesting 
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to the traditional gamers well-versed in 
gaming mechanics. In Fez, there really 
is something for everyone. & 
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The folks over at Telltale Games have been steadily releasing point-and- 
click adventure games and Back to the Future since 2005. Their latest offe- 
ring is The Walking Dead, a zombie-filled apocalyptic thriller, popularized 
recently as a TV show. However, despite the critical and commercial success 
of the show, the game takes more inspiration from Robert Kirkman’s origi- 
nal graphic novels. Instead of bringing you into events from the television 
series, you play as Lee Everett, a teacher who is accused of murder оп the 
brink of the infection that brings civilization to its knees. 


A ScrewAttack Review 
By Dave Herrington 
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Review Source Link -http://bit.ly/LtiU7H 
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The Walking Dead 
Episode 1 


Developer: 


Telltale Games 


Publisher: 


Telltale Games 


Systems: 
PC, Mac OS X, Xbox 360, 
PS3, Apple iPhone 


Release Date: 
April 24^, 2012 


he first episode is titled 'A 
| New Day’ and introduces Lee 
and a cast of characters (in- 
cluding some that Walking Dead aficio- 
nados will recognize) as they band to- 
gether to survive. Future episodes will 
follow Lee's unique story, though you 
will sometimes meet characters or visit 
places that tie in to existing Walking 
Dead lore, such as Hershel's farm. 


The first thing you notice about The 
Walking Dead is the stylistic visual 
touch. Telltale presentsthe game with a 
kind of faux cel-shaded look, strangely 
reminiscentofthe surreal filmA Scanner 
Darkly or the game Borderlands. 


Thick black outlines accentuate 
everything and give the game a 
distinctive comic-book feel, which is 
very apt given the source material. The 
visuals also highlight decent character 
animations, and despite a few 
unfortunate ‘uncanny valley’ moments, 
the survivors all look great. 


The undead can look a little lackluster 
when compared to the protagonists, 
although zombies that get up close 
and personal are sufficiently ghastly. 
The game's locales are well crafted too, 
with details that help convey a sense of 
chaos - a blood stain here, a battered car 
wreck there - that all adds to the mood. 


One of the best things about The Walk- 
ing Dead is the voice-acting. Its way 
above average for a video game, rang- 
ing from good to excellent. There are 
a few flat lines here and there, but as 
a game which relies heavily on story, 
it needed some superb performances 
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from the cast, and they've definitely 
achieved that. Overheard radio broad- 
casts and messages left on answering 
machines add depth and background 
tothe story, and events which are heard 
but not seen help craft a tale that ex- 
tends beyond just what's on the screen. 








he music is appropriate but 
T not overpowering. String in- 

struments groan ominously 
to buildtension or shriekloudly in times 
of peril - just what you'd expect from 
the genre. However effective the visuals 
and audio are, how you find your expe- 
rience with The Walking Dead will de- 
pend entirely on whether you enjoy the 
sort of 'interactive movie' genre which 
Telltale seems to be leaning towards. 


The gameplay itself comes in a variety 
of different styles. There are dialogue 
choices to be made as you go through 
the story. These build relationships and 
alter how people treat you (both at that 
moment, and later on in the game). 
When you have close encounters with 
zombies, there are button-mashing/ 
quick time events, and the rest of the 
gameplay has you control Lee directly - 
this comprises the 'puzzle-solving' sec- 
tion of the game. 


The dialogue choices come with a 
twist: you are given limited time to 
decide which option to go with, and 
this amount oftime seems to differ de- 
pending on how heated the moment 
is. In times of calm, you can think more 
carefully about what to say, whereas in 
heated arguments, the timer runs out 
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much faster. This is a very effective way 
of both maintaining pace and increas- 
ing the tension you feel while making 
decisions. These choices aren't just 
there for you to choose how your own 
version of Lee will act, as they have di- 
rect effects on events further down the 
line, some of them fairly major. On top 
of this, during the action sequences, 
you are often forced to make a decision 
between two lives - saving one person 
over another. The decisions are tough, 
thanks to the combination of voice act- 
ing and smart, concise writing. Each 
character feels important - there are no 
'red shirts’ in this game. It will be inter- 
esting to see if Telltale can make these 
early decisions from Episode 1 count 
further down the line. 


The only part of the game that falls 
a tiny bit flat is when you take direct 
control of Lee. You'll control Lee's ba- 
sic movement, as well as an on-screen 
reticule used to interact with the 
game objects. There are no real puz- 
zles here to speak of, and once you 
obtain an item, anything you can use 
it with gains an additional icon, mak- 
ing it blindingly obvious what to do. 


A setting at the start of the game de- 
cides if you want a 'Standard' or 'Mini- 
mal’ interface - if you don't want to 
feel like the game is completely hold- 
ing your hand, you'll definitely want 
to use the minimal setting to turn off 
the floating white circles that highlight 
every interactive object on the screen. 
Some of what you'll inspect in these 
parts adds flavor to the story, and these 
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sections are broken up by interaction 
with the other survivors, but you'll wish 
they were just a little more challenging. 


The Walking Dead is a good example of 
what can be done when you combine 
the interactivity of video games with a 
cinematic styled narrative. This type of 
game is not for everyone. It walks a line 
between two mediums, which some 
may find disconcerting. However, fans 
of the source material and those who 
enjoyed other 'interactive movies’ like 
Heavy Rain will no doubt enjoy it and 
the choices affect the game's outcome 
enough to warrant a replay or two. 


It looks and sounds great, the storyline 
and characters are engaging. While it's 
not particularly challenging, you'll want 
to find out what happens to Lee and the 
others after playing through Episode 1. - 


ScrewAttack's Rating 


8/10 s: 


Community Rating 


8.6/10 tur: 


А Review Score by May 24'", 2012. 


(9s represent excellence. Any issues it 
may have are minor or easily forgiv- 
en for what is a fantastic experience.) 
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The Diablo franchise has been heralded among PC gamers as one 

of the best RPGs out there. Ever since the second Diablo game 

came out, the third installment was already being planned out 

but it has gone through development hell for around 12 years. 
Now that it’s finally released, is it worth the wait? 


Well “stay awhile and listen”! 
By g1 NemesisTrestkon 
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Diablo Ill 


Developer: 


Blizzard Entertainment 


Publisher: 


Blizzard Entertainment 


System: 
PC 


Release Date: 
May 15%, 2012 





STORY It has been 20 years 


since the events in 
Diablo 2. То гесар for those who 
have not played it, Diablo, Mephisto 
and Baal, the Lords of Terror, Hatred 
and Destruction respectively are 
vanquished. However there are two 
lesser evils that are still plotting to 
take over Sanctuary: Belial, The Lord 
ofLiesandAzmodan,TheLord of Sin. 


One night, while the Horadric 
scholar Deckard Cain is still 
researching on how to vanquish 
these foes based on a prophecy, 
a falling star descends upon the 
cathedral taking Cain along with 
it and causing the dead to rise up 
from their graves once more and 
Leah, Deckard's niece flees to New 
Tristram. This is where you come 
in as you see the falling star and 
it is up to you to investigate as to 
what this phenomenon entails for 
Sanctuary' fate 


While the story stays true to the Di- 
ablo mythos, it is generic to say the 
least as it does little to enthrall most 
gamers into learning more about 
the world, which is done through 
various scrolls and books the gam- 
er can find throughout his journey. 








PRESENTATION 27227 

that is not 
very demanding on the PC specs, Dia- 
blo Ill boasts some amazing graphics. 
For starters, the cinematic cutscenes 
are incredibly stunning to behold as is 
to be expected from Blizzard. 


The graphics produced fromthe game's 
engine makes everything look a little 
dated at first, but | think it’s meant to 
ensure that almost anyone would be 
able to play the game without a fully 
upgraded gaming PC. Though the 
designs for the дате environments 
are very dynamic even in its color 


palette. The game also boasts some 
pretty neat physics as you destroy 
different things throughout a dungeon 
like bookshelves, traps and even the 
enemies themselves as they have 
different death animations depending 
on how they are killed. 


The soundtrack is pretty good too 
since gamers may either feel a sense 
of nostalgia upon hearing the Tristram 
theme or may feel really psyched into 
killing hoards of demons as insanely 
epic music plays. The voice acting, on 
the other hand is a little iffy but they 
did an okay job overall. 
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GAMEPLAY Here is the basic 

gist: Much like 
the previous games, Diablo Ill is a 
hack-and-slash action RPG where you 
play one of fıve classes available in the 
game. There's the Barbarian, which is 
the melee tanker; the Monk, a melee 
damage dealer that can also provide 
support spells in a similar manner as 
Diablo 25 Paladin class; the Demon 
Hunter, which is a hybrid of Diablo 
lls Assassin and Amazon classes is a 
specialist in ranged combat and traps; 
the Wizard, based on the Sorceress 
is the spellcaster of the group that 
can deal massive damage from afar 
and finally the Witch Doctor, which is 
based on the Druid and Necromancer 
class which uses summoning magic to 
overwhelm his enemies. Each dungeon 
is randomly generated, ensuring a 
real dynamic experience for every 
playthrough of the game. 


The enemy mobs in the game are 
extremely diverse, from your standard 
undead to fallen angels, and encounters 
will them can vary dramatically, at 
one point you will only meet a small 
handful of them, and the next you will 
be swarmed with a small army of them. 


Aside from the usual enemies, there are 
also the Elite versions, which come with 
special abilities that make them more of 
a challenge for anyone, such as having 
extra health, being able to create 
barriers, being able to teleport and my 
most hated ability of all, the ability to 
cast a Fear status ailment which can 
force your character to run away and 
not use his skills for a brief moment. 
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iablo Ill can sometimes be a 
[) bit of a chore to play all alone 

and that's where multiplayer 
comes in. You can open your current 
game to the public so that up to three 
additional players can join in the fray to 
help you out or you can invite and join 
in with your friends' games through 
Battle.net. Though as more allies join 
your party, your foes strength will in- 
crease. You can also pit your character 
against others through a PvP system, 
which at the time of this review has yet 
to be available. 


When it comes to difficulty, expect Dia- 
blo Ill to be ridiculously easy at first, but 
after each playthrough, you unlock a 
much harder difficulty, with harder to 
beat opponents along with sweeter 
loot to pick up. If you want a tougher 
challenge, there is also a Hardcore 
mode option available if at least one of 
your characters has reached level 10. 
And since this is Hardcore mode, the in- 
ventory you keep in your stash will not 
be available to them as they have to get 
their own equipment from scratch. And 
if you die once, it's all over. However, if 
your Hardcore character has reached at 
least level 10, it will be marked in the 
Hall of Legends alongside all the other 
heroes that have fallen. 


There are some differences to men- 
tion in this game, however: 
customizable skill trees to stick 


F with in Diablo 3. Instead, you're 
given a fixed set of skills that will be un- 
locked at a specific level and each skill 
comes with a set of runestones (which 
need to be unlocked as well) that can 
improve those skills even further and 
they can be switched anytime, making 
the combat more streamlined this time 
around. However, the only downside 
of this feature is that it takes away the 
ideas of making skillful character builds 
and the only thing that would make a 
character unique from the rest would 


depend on what gear is equipped. 
S can come in both male and 
female versions and they all 
have their own unique resource pool 
rather than the universal resource that 


is Mana in the previous games. These 
resource pools no longer need replen- 


irst of all, there are no more 


econdly, each character class 
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Next Level: З 


done by enemies эйе 


18 seconds 


ishing through а potion of sorts as it 
can be done through specific attacks or 
skills or it can be regenerated overtime. 
Т you can take advantage of 
your surroundings to tilt the 

scales in your favor as some areas have 
booby traps that сап be triggered that 
can weaken your enemies. You can also 
get bonus experience points for doing 


extra stuff like killing multiple enemies 
іп a single blow. 


hirdly, in terms of combat, 








inally, the enemies show more 
[- variety this time around when 

making their appearances. 
Some enemies tend of appear on other 
places other than off screen. For in- 
stance, there will be desert sand worms 
that can emerge from underground, 
zombies rising up from the earth 
and even enemies disguised as trees. 


Much like World of Warcraft and 
StarCraft ІІ, all the features of Battle. 
net 2.0 have been implemented 
to supposedly enrich the gaming 
experience through the addition of 
achievements. Much like StarCraft Il, 
there are more incentives to unlock 
these achievements as it can unlock 
more decorations for your banner 
which can act like a teleporter for 
friends to go to your current location. 


Diablo 1115 Battle.net also keeps track of 
your character statistics how many kills 
each character has made, how many 
times you died, how long have you 
played that character, etc and much like 
World of Warcraft, Diablo Ill also comes 











with its own Auction House where they 
can buy and sell their own loot to the 
highest bidder; which is incredibly 
welcome as it is hard to find the item 
you want through random drops alone. 
Hardcore characters however, have 
their own separate auction house to go 
to for their own transactions. 


While the game no doubt oozes 
quality, there are a few problems 
and controversies that still needs to 


be mentioned: 

W tle.net 2.0, its DRM makes 

it mandatory to have an 
internet connection at all times to play 
even by yourself and there is no op- 
tion at all to play offline as a guest like 
in StarCraft 2. And the latency you get 
from your internet speed also affects 
your gaming experience even on single 
player. While І kind of understand what 
they are going for because of the auc- 
tion system that was implemented, | 
think Blizz should have come up with a 
much better solution than amere DRM 

restriction on having it be online-only. 
ing this game as if it were an 


S MMO, expect some error mes- 
sages to appear that will prevent you 
from playing the game at all, an ex- 
ample being the infamous Error 37 that 
some gamers have been experiencing 


back on launch date. 
Т the Real Money Auction 
House system where you can 
buy your loot through real money and 
Blizzard profits from this through the 
feesmadefromsendingitemstoauction 
to making a successful sale off an item. 


ith Diablo 3 utilizing Bat- 


econdly, since Blizzard is treat- 


hirdly, Blizzard announced 





M 
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While some people find this idea kind 
of stupid as it would give more players 
an excuse to farm the hell out of this 
game, | think this RMAH isn't a bad idea. 
Though Blizzard needs to make sure 
their security is all well and tight before 
they are going to go through with this. 


REPLAYABILITY VW" te 


game 
providing randomly generated 
dungeons, and unlockable difficulties 
after each playthrough, and Battle. 
net achievements and cooperative 
multiplayer, there is an extreme 
amount to replay value to be had with 
the game especially if you are the kind 
of guy who likes to loot everything the 
game has to offer. 


-PROS- 


à Graphics are not very taxing on PC 
Specs. 


4 Soundtrack is amazing. 


& Gameplay stays true to the Diablo 
hack-and slash formula and improves 
upon it through Battle.net 2.0. 


A A simpler mechanic for appoint- 
ing skills and runestones to put more 
emphasis into combat. 


4 Achievements galore with Banner 
unlocks. 


A An Auction House to find the loot 
you have been looking for or if you 
want to make easy gold. 


4 A Nice Easter Egg since the Cow 
Level (didn't mention that on the 
review). 





Diablo 3 did 
CONCLUSION .. job. really 
well in staying true to its hack and 
slash roots, even after more than a 
decade has passed. Gameplay remains 
addicting as always and the replay 
value is still quite high and І forgot to 
mention how well it can run on most 
PCs on minimum graphic settings. 


However, due to the implementation of 
the DRM issued through Battle.net, al- 
though justified to an extent, it can ruin 
one's gaming experience in general. 


So, if you are confident about your in- 
ternet connection’ strength and speed, 
then Diablo 3 isa pretty safe purchase. 


-CONS- 


V Story is really weak in this one with 
so many predictable plot twists and 
cheesiness. 


Y Voice acting is good on other 
characters but needed more polish. 


V Battle.net's DRM can be restrictive 
where you need to be online at all 
times to play. 


У Even on single player you can still 
be affected by latency issues. 


Buy/It7 Rent It Ext? 


BUY IT: 
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ÜNTER 





After a dedicated week of playing Capcom's latest edition to one 

its greatest but most underrated franchises, | am sure Monster 

Hunter still has a lot left to offer its beloved fans, even if it is not 
new monsters. 
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Monster Hunter 
TriG 


Developer: 
Capcom Production Studio 1 


Publisher: 


Capcom 


System: 


Nintendo 305 


Release Date: 


December 1”, 2011 
¡| CONTENT RATED BY 
E SRB 


л hs 


Like the other"G"titles that have come before it, Monster Hunter Tri С, is more of an upgraded ver- 
sion of its predecessor than it is an actual sequel to it. That being said, there is something a little 
different in this game than other previous "G" titles. In addition to the release of Monster Hunter 
Tri in North America back in 2009 (the game in which Monster Hunter Tri С is а "sequel" to), Cap- 
com has also released Monster Hunter Portable 3rd for the PSP exclusively in Japan back in 2010. 


So, unlike the other games that have 
come before it, Monster Hunter Tri Gis Uam ce we ae Е ар = nn 
actually an upgraded version of both nme SS Om ы A ын. тасалар а 
games іп one. With that notion there is (ы AN Lo £ 
obviously a lot to expect of this game. | CAPCOM 







DS. 


v 
So now the question is, does it deliver? | ЕАК. P уб 
Depends on what vantage point you | е Rr a = pe Sore pahe 
look at it from. For a person that is N А NU “ES HRI " 
looking for a game that can define Eau =н 
the true potential of the 3DS, it is а T 
great game. In fact, | would make an > ee 





argument that it is the deepest, most ja & Eo у 4. Во a % }: 
complex, and by far, the best game the 2; ъй ве ДЕ СЕ lg 
system has had to offer yet. E ЖЕ HUNTE > js 

ey Аа 
lf you are a person that has played 27 
Monster Hunter Tri without playing 


NINTENDO 


Monster Hunter Portable 3rd, it is also 
a great game as half the monsters and 
over half ofthe content inthe game will 
be things you have never experienced. 





; А ЖТ еді E 
But, if you are a Monster-hard, longtime E ете а не! e 


veteran gamer, who has played every а... A En 
single title in the series (like me), you ] 
will probably not be as impressed. 
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OVERALL GAME QUALITY 


As just another game, here are the 
general aspects in which all games are 
subjected to. Please note: this particular 
part of the review will be most beneficial 
to those who have never played any 
game in the Monster Hunter series, and 
is looking for a reason to jump into it. 
The story is simplistic 


STORY and the game does 


not attempt to place a whole lot of 
dependence on it. Much like every 
MH (Monster Hunter) game that has 
preceded it, Monster Hunter Tri G's story 
goes something like this. Thingshappen 
and the new flagship monster of the 
game becomes the focus of your efforts. 


You fight your way to the big monster 
by slaying weaker ones and advancing 
your skills, armor, and weapons. You 
eventually kill the flagship monster, 
and then a bigger and badder monster 
comes out of nowhere. You kill the 
monster of all monsters and complete 
the main story. And that is about it. 


When you play the game you quickly 
realize it is not looking for a strong 
plot. Just a reason for you to go out 
and kill monsters. If you really expect 
story out of this game's world, then | 
would advise you to take a look at its 


manga and novels such as Monster 
Hunter Orage and Monster Hunter 
Episode. But, if you are just looking for 
an excuse to murder monsters, than 
this game pretty much fills the bill. 


GRAPHICS Like Monster 

Hunter Tri (MH3), 
Monster Hunter Tri G extends the 
limits of the console that it is played 
on. The lighting and shadow effects 
are traits that you are not likely 
to get out of in most 3DS titles. 


It has even gone as far as making fully 
active and animated shadows that 
mimic the shape and movement of 
animated figures like real shadows 
opposed tothe dark and primitive cloud 
shadows that has appear in previous 
titles. Despite this though, smaller 
details have been brought down to 
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meet the demands of the system; but 
there is no doubt that the pixels are 
definitely pushed to their limits; | was 
initially struck with fear that Capcom 
would rush the 3-D conversion and 
that it turn out looking sloppy and ill 
constructed for the game. But much to 
my sup rise, the 3-D effects were done 
exactly the way they were supposed to. 


The 3-D effects are a nice addition, but 
| wouldn't be crushed if they were ab- 
sent from the game. It makes the expe- 
rience unique, butinthe end it does not 
change the fact that! am still playing an 
average MH title.Though they are not as 
sharp as the more recent releases in the 
series, and the 3-D may or may not deliv- 
er the breath of fresh air that you want, 
the graphics are more than sufficient 
enough to make you forget they even 
decreased in any value whatsoever. 





Лай 


SOUND The same classic MH 

theme persists, along 
with some new themes for new mon- 
sters such as Guran-Miraosu. Like most 
RPGs the music is well done and re- 
ally sets the tone of an epic adventure. 
Some of the music, like its opening 
theme, аге obviously orchestral. But 
other themes were probably just made 
inthe recording room and or ina music 
mixer. Its definitely not remarkable, but 
the music serves its purpose well. Don't 
expect a MH album to come out any 
time soon but don't expect its musical 
tributes to be bad. 


There is no real voice acting and it may 
work to the game's advantage. Most 
dialogue is carried out in an unwrit- 
ten language along with grunts and 
mumbles much like the Zelda series. 
Emotions are carried out well and some 
recognizable words like”Hi” do manage 
to spring up more than once. 


The sounds of the monsters are legiti- 
mate and unique as well. As it has been 
done before, the MH franchise has re- 
sisted the urge to rip off sound effects 
like the overly used "T-Rex Roar” form 
Jurassic Park as many games have 
done in the past. Almost all the roars, 
screeches, and grunts, are taken direct- 
ly from Capcom's own archives. It's a 
small thing yes. But it deserves recogni- 


tion nonetheless. 
GAMEPLAY The formula for 
environments 
in MH games has always consisted of 
small open world locations that are 
divided into distinct areas that can 
be traversed in no particular order. To 
reach the “wild” locations in the game, 
you must travel from “hub” locations 
such as Moga Village. The basic struc- 
ture is the same in this game, and the 
ability to navigate water environments 
has returned from MH3. The areas the 
game world is made up of are detailed, 
beautifully constructed, and lie on a 
very high visual standard. The areas are 
also unique in that they provide a set of 
circumstances that you have to learn to 
play by when fighting monsters іп them. 


The overall mechanic of the game is 
concise and deceptively simple. You 
kill and trap monsters. But it's not nec- 
essarily easy. Taking down monsters 
takes strategy and preparation. Going 
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into a hunt without any plan will typi- 
cally result in failure. Many people who 
are critical of the game have often ex- 
pressed a repetitive feel to the game- 
play that often runs stale very quickly. 
It takes a certain gamer to enjoy the 
challenges MH3G provides. 


There is no way to tell if you are that type 
of gamer until you play the game. Over- 
all, RPG enthusiasts greatly enjoy the 
way the gameis designed in this aspect, 
But if you are not much of an RPG fan, 
then this game is probably not for you. 


For long-time players of MH, adapting 
to the N3DS’s controls can be 
challenging. The double screen set up 
and the device's analog sticks take time 
to get used to and are very different 
than the traditional control scheme. 
Customization of the lower screen is 
additional gimmick to the game that 
may complicate things for certain 
veteransofthe older games. Altogether, 
the setup is the same, but the way you 
play the game may be much different 
than what you are used to. 





The game does 
DIFFICULTY provides challenges 
and like І mentioned before, it does 
take a certain gamer to enjoy the type 
of challenges the game provides. 


Instead of imagining the difficulty that 
comes in the form of solving puzzles 
and unlocking hidden items, MH3G 
is very much a boss-driven game. 
You have three basic forms of quests: 
Gathering items; slaying a group 
of small monsters; and trapping or 
slaying one to two larger monsters. 
The monsters, making the monsters 
themselves the puzzles that require 
thinking to solve, create all challenges. 


The challenges are very difficult but 
unlike most problem solving, they have 
a natural flow and are devoid of any 
overly formulaic game-play. 


They are so natural that it is easy to 
think the game is just a bash and beat 
'ет up kind of game. That is, until you 
get chomped, stomped, and burned 
alive a several times. 











Again however, the challenges can 
seem repetitive at times. Another as- 
pect that can throw people is the lack 
of enemy health bars. Personally, the 
absences of such tools act more like 
additional challenges than they do an- 
noyances. | think its fair to say that most 
dedicated gamers can learn to appreci- 
ate such unique qualities in a game 
since adapting to such standards is just 
part of the game. 


MH3G is 
REPLAYABILITY exactly twee 
thelength ofits former. Thetotal amount 
of time that it took me to complete all 
the required tasks in order to “beat” 
the game was probably over forty-two 
hours. І still haven't unlocked every 
single item and piece of equipment the 
game contains. | would guess that it 
takes about another twenty-two hours 
just obtain all of the game's content. 
MH games are often praised for their 
replay value, simply because you never 
have to do one task in the exact same 
way every time. Trying to top your 
own feats is also a rewarding feature 


in the game, like trying to kill monsters 
in a shorter period of time or trying 
to trap monsters that you have only 
killed. MH3G ensures you will always 
have a reason to pull out your portable 
console and play it while you have 
nothing better to do. 


Game Specific Qualities - As a Monster 
Hunter Game, there are explicit quali- 
ties fans look for when they play a new 
addition to this series. This part of the 
review is for veterans of the franchise, 
and may not really interest those who 
have never played a previous game in 


the collection. 
MONSTERS Like all monster 
hunter games, 
the monsters are truly designed to act 
as the heart of the game and the pas- 
sion and skill ittook to design them re- 
ally shows. They posses incredible abili- 
ties and startlingly unique designs, yet 
they look and behave in a very natural 
and believable way. 
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They roar, whimper, drool, bleed, 
tire, and limp when injured. Their 
looks are typically reptilian and most 
resemble dinosaurs and dragons with 
the occasional exception of more 
mammalian beats. Being one myself, | 
can say that if you are a fan of dinosaurs 
or dragons, this game is one that you 
absolutely cannot miss. 


Despite their unwavering coolness 
MH3G, unfortunately, has the low- 
est turnout for new monsters in the 
series’ nearly eight year run. True, 
there are about seven subspecies 
(new variations of older monsters) 
that debt in the game. But this en- 
try does, however, provide evidence 
for a long held fear that the franchise 
would eventually “run out of monsters.” 


There is only a total of two brand new 
monsters in the entire game: the flag- 
ship monster, Bracchidios, and Guran- 
Miraosu, the "secret monster” and el- 
der-dragon ofthe game. 
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Some new species on this game are theLagiacrus 
Subspecies, Bracchidios, Jinouga Subspecies, 
Doboruberuku Subspecies, Jhen Mohran Subspecies, 
Ceadeus Subspecies, Nargacuga Rare Species, Lagiacrus 
Rare Species and Guran-Miraosu 


Now that І am done lamenting on the lack of monsters, І 
will now go on to praise the two newbies that have arrived 
in the series. Even though he might initially strike you as 
silly looking, the dinosaur-like Bracchidios oozes explosive 
liquid from its fists and horn, which is an elemental effect 
that is exclusive to the monster. It constantly slams its giant 
arms into the ground, leaving puddles of ooze that changes 
from green to red and proceed to explode over the course 
of a couple of seconds. The Bracchidios is best described as 
a cross between an Uragaan and a fast-paced Great Jaggi. 


All in all, the Bracchidios uses a unique fighting style that 
is fun to maneuver around and you will get a very satisfied 
feeling from slaying it. | now feel confident in saying that 
the Bracchidios is my favorite brute wyvern, second only to 
the Deviljho. Without disclosing too many details being the 
“secret monster”, the Guran-Miraosu, like most elder drag- 
ons, it is extremely difficult to defeat. Let me just tell you 
that you are going to have to find a way to be very resistant 
to fire blight while paradoxically being able to fight under- 
water at the same time. To settle your curiosity, check out 
the full roster of new monsters in the game. (Left Side list) 


EQUIPM ENT With over fourteen subspecies and 


seven of them never featured in 
any previous title, the number of equipment items is about 
double that. If | am not mistaken, pretty much every single 
weapon to ever grace the franchise is present in this game. 
Weapons that did not appear in MH3 that make an ap- 
pearance in this game include the dual swords, gun-lance, 
hunting horn, and bow. 


There is also a simplified bowgun system in place as well. 
For every monster, there is probably about an average 
of three to four pieces of armor and one to two pieces of 
weaponry in the game. The large number of items is sure 
to keep you coming back for more, as | have yet to unlock 
all the equipment that is іп the game even after five days 
of playing it. 








The only major addition to the fighting 
system is the introduction of a Target 
Camera that сап be toggled on or off. 
Even though the Target Camera is a 
reasonable addition, people who have 
played MH before may not really need it. 


It might also be worth mentioning that 
yet another Shakalaka named "Kayan- 
ba” joins you. Kayanba is practically no 
different than his friend Cha-Cha (first 
Shakalaka comrade). He is just there to 
balance things out as you face more dif- 
ficult challenges. Some new areas have 
also debuted in the game, particularly 
the area in which Guran-Miraosu re- 
sides, and a new "city" of sorts called 
Tanjia Port. Despite having very few 
new monsters, MH3G probably con- 
tains the largest total number of mon- 
sters out of all the games in the series. 
The amount of things to see and do in 
the game is nothing short of massive 
and the wide array of new features is 
worth is exploring. 


If you have played all the MH games, 
do not expect much from this title. But 
if you are a newcomer to the series, 
MH3G is probably the best place to 
Start in that it contains almost all the 
traits that are found within the whole 
MH lineage. In reviewing the quality of 
a game, especially this one, it is impor- 
tant to review its purpose first. As | have 
already said, MH3G is more like an up- 
graded version of its predecessor than 
it is a sequel to it. It is there to tie up 
loose ends and to perfect the un-per- 





fected without adding too many new 
features. It is also important to note 
that MH3G also serves as testing device 
for Capcom. With the release of Mon- 
ster Hunter 4 set to debt on the 3DS, 
they are simply trying to complete the 
series’ immigration to Nintendo con- 
soles. In the end, Monster Hunter Tri G 
is a game that tells you where the fran- 
chise has been and where it is going. 


From a completely unbiased stand- 
point, this game easily scores a 9.5 out 
of ten. But as a two year fan that has 
devoted a large portion of his time to 
catching up with all of the other games 
in the series, | would have to say it scores 
about an 8.5. It's still a positive review, 
but I cannot shake off the contention І 
have against its lack of new monsters. 
And judging by the evidence that has 
come out of its most recent titles, it is 
obvious that new monsters are not the 
direction the series is set to go in. 

| did not 


CONCLUSION ke ti 


review to get people into spending 
eighty-eight dollars to buy the game 
from Japan and the two hundred and 
seventy dollar Japanese 3DS needed to 
play the game. | made this so both old 
and new players could get a sense of 
where things are in this much beloved 
collection of games. І am here to tell 
you that Monster Hunter still has a lot 
of life left in it and that itis geared more 


-PROS- 


Sets a new standard for the 3DS. 


Incredible graphics for its con- 
sole. 


Engaging challenges. 


Great mechanics and game-play 
aesthetics. 


Easily contains the largest 
amount of content in any Monster 
Hunter game. 


New monsters: Bracchidios and 
Guran-Miraosu. 


New equipment, items, and 
areas. 
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towards changing the way you play the 
game as opposed to what is actually in 
it. This new approach is not easy. But 
it is a daring move that І cannot help 
but feel a certain level of respect for. | 
highly doubt the series will ever "run 
out of monsters.” Its just not going to 
have as many new ones as it used to. 


All in all, Monster Hunter Tri G serves as 
a heart-felt summary and conclusion to 
the eight-year existence ofthe Monster 
Hunter franchise. But most importantly, 
it is a reminder that a whole new era іп 
the series will dawn with the release of 
the long awaited Monster Hunter 4. 


FYI 


Monster Hunter Tri G does not support 
online multi-player game-play. For 
multi-player, it only provides local 
wireless play and includes some 
downloadable features. 


Monster Hunter Tri G was released in 
Japan on December 10, of 2011.Thereis 
yet to be an announcement for a North 
American and Australian release date 
for Monster Hunter Tri G. 


Monster Hunter Tri G has been rumored 
to arrive on European shores next au- 
tumn. The release date of Monster 


Hunter 4 has not yet been announced 
for any territory. 


-CONS- 


У Few new monsters. 
v To many subspecies. 


Y Not very different than previous 
titles. 


v Can feel repetitive at times. 
v Transitioning from the Wii and 


Sony consoles to the N3DS can be 
frustrating at first. 


Buy)it еп DS [TE 
@Д5/1@= ШШ 
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Thellegend jofZelda El ¡Rey¡by¡ComizNG 


What's this? 5 
Ги бе damned, 
(P it isn't a 
lora! 4 


"Bub исо sure were ^ 
glad to know we got rid 
ûf those rotten Fish. 


I still remember 
your words... 


What 
happened 
to her? 


But listen, 
why don't you 
just drop 
the "Hero" 
charade 
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And here І was thinking ме Y or course vou didn't 
de exterminated them all, д ми dear sargeant! 


| p- ч. Зь“. 
І... І didn't have V 


anything бо do 
lh. with that! . 


MR It's a real shame uoo weren't there. 
"Those rotten fish had At least you Were with 04 when we 


КӨРЕР Tr رو‎ è destroyed the jungle village. á 
u the rebel Scum pe 


That's enough! | 
Inst мат | 
to know... 


" ha the magnanimous ` 
person that І ам, I sent 
_ her off bo see her. 


Well, after wu % 
disappeared 
І Pound her again, 
She was crying like 
„ а babyPorher d 
à мама. ж 


Же. 


"Til even intercede Por you. What say you? pretty ' 
Pew lashes and everything neat deal, huh? g 
will be Porgiven. mm 


http//comizzinc.deviantart!com,; 
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_ = 4 © Weil, I got some info Por you 

Р I knew it! Жа” ЖА г “hero”, you won't catch me OPP | 

‚Once atraitor, always Ba ры... Guard this time шм 
a traitor! | 54 N Uc а 


And once I'm done with you 
I'll get those insects, starting with 
E the rotten Fish. 


E 


‘You sta 
away Prom 
the kid! 


“І ee, you want Eo kill him мвогвеір. 
* Aren't we greedy? 


But I'm afraid S 
you'll have to 
Pight me Por that 

È satisfaction. 
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The stories were true, 
' а, Aveil is really impressive! 
The winner 
bakes it all! 


Май 
die gottesses 
2. help uns. 


But I'M just 
Warming ор! 


Not bad | 
 Sweatheart! 


7 ID'S true 
that you're 
Lord GanondorP's 
best 

warrior! . 


Andyou * 
| haven't seen 
- ib all just yet 


That's one! and I'll give 
уор оме Por every single 
thing you made me do. 


Theil’egendjofZelda ElReybycomiz¡INGMBhttp://comiz;inc.deviantart:com 
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I SAID LEFT 


That's right! 
I'll tear you apart 
bit bY bit 


Don't stop ‘till 
І get enouah 
dirty pig! «М 


You'll Pall down like 
the Pilthy Swine you are 


x 


Hey there, listen up! 


You'll soon see there's no 
place to hide away Prom ме. 
“4 


it 


" Bring we Lady Aveil іп the act! I won't 
be sitting here doing nothing 
while he toys With Me, 


"Is there 
anything І can 
| do Por you 
му Lord? | МІ give him а Pight. 


If he wants a Pight, 


y hellegend/otZeldazEl/Rey ¡by comiz INGBhttp://COMIZiNCIdeviantart.Cor, 
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Ever since the Monster 







guardians came back fi pe | i 
the streets have TUE used to be 
been pretty empty. NS эор! 


SOR 


I know! it’s Just i 
like беп years ago, 
no one wants 
to Walk bY with 
the monsters | 


Yeah, 
Finding customers 
is a real chore now. ў 
Everyone's afraid ор 
leaving their 


But hey! look » 

` he bright side. At least it's “Б 

„ easier to walk around without BE 
M а crowd! Р 















Besides, 
I'm sure that Malorı 
and Clay will Pind him and 
together they'll Pix everything, 
right? 


" That's easy 
Ца Рог you бо вау, woo ain't 
^ the one who has bo carry 

E all &his SLOPF! 















And. ..hey!l/ 
That's because 
you're big, strong 
and ugly, Vou silly! 


Ugh, who put up à wall in 
the middle of bhe street? 
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І bet that when you grow up 
‚ you'll be the greatest hero d 
¡mM ор all time! 


You saved My life! 
You're 5o brave! 
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“That's it 


Pinish her 
ФР! 


т 


` Seventeen! 
9 


* 
” ж» 
А. # 
> 


¿E 
7 ұж 
РЬ. 


1 7% 


And the last one ` TÎ MAKE YOU PAY FOR THIS YOU 
із Por the little girl. FUCKING SON OF A БІТСІН 
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Your head 

Shall be а great 

addition бо MH | 
Collection! ай 
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і Wha...whab?! 4 шщ 
= This can't be!!! 


; 22 ай | We just wanted 
| You...you don't know...how it Peels... Р Thinking... woo can bo...ävenge our 


. To be hunted...like an animal... just destroy ‚ Slain sisters. 
ў what you Pear! 


You 
Hylians ... 
always ...наа 
, it 50...еаѕи. 


. That's all... 


F We're not going I won't be a mere toy Soldier in this cruel game. 
| back to the desert... 


In dem ende she was 
| And stay there! consumed by dem same Pear dass drove den late Let's go! 
1 кинап King zu invade den Gerudo. 


k 


я 5 


To Be Continued... 
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GAME OVER FOR SECOND RAND 


by el Doctor [Алий оез 


Attempts to counter the secondhand market may not be as bad as they 
sound - they may even makethings better for all of us. Despite managing 
to grab a tidy slice of the gaming pie, UK supermarket chain Tesco has 
weighed in on the state of videogame retail, calling it ‘unsustainable’ 


The most telling point comes from Sili- 
con Knights’ Denis Dyack in a statement 
to GamesRadar: “high prices mean that 
the secondhand market takes over too 
quickly, meaning that the time a game 
can be profitable is much shorter than 
it needs to be. Big shiny games 
cost money to make, and the 
current state of affairs is way 
too volatile for developers to 
put up with forever.’ 


Of course, the gaming industry 
has long expressed its irritation 
with the secondhand market, 
with recent moves like EA’s On- 
line Pass designed to give the 
publisher a cut of the money 
when games change hands 
from one consumer to anoth- 
er - in EA's case, by locking up 
online features until the new 
owner coughs up for a fresh 
license key. Current rumors 
suggest that the next batch of 
consoles will tie each license 
to a single account, but while 
the idea hasn't been met with 
much praise, it's worth consid- 
ering a few things. 


I'm willing to bet that every 

last one of you has, at some time or 
another, downloaded a program that 
you only have the intention of using 
once, most likely a converter or sys- 
tem tool of some sort. Notice how they 
set feature locks or time limits unless 
you pony up for a license key? That's 
the de facto state of affairs for soft- 
ware, and it runs true for the cheap 
right up to professional kit, like Sonar 
or the Adobe suite. License keys, ac- 


counts and feature locks are precisely 
why the software market works and 
why it isn't in a constant state of bitter 
feuds between pirates and publishers 
with consumers caught in the mid- 
dle, being punished for their honesty. 





Video games worked in just such a way, 
once upon a time, and any PC gamer of 
the90s willtell youthatthings used to be 
very different to today. Games typically 
came on shareware discs, full games 
that were locked to the first few levels 
but designed to be swapped, shared 
and copied to your heart's content. If 
you liked what you played, a license key 
would give you the rest of the game - 
just like any piece of software today. 


But then something changed, and the 
effects are still being felt today. PC 
games should still work the way they 
always have, yet draconian DRM is a hot 
topic that continues to crop up every 
few months. Even though Steam allows 
games to be pre-installed and 
activated after launch day, the 
idea of feature locking games 
without a license has become 
something dirty, relegated 
to cheaper, download-only 
games on PSN, rather than 
boxed, full-price titles. And as 
much as it pains me to say this, 
because І love them dearly, the 
problem lies with consoles. 


PC games utilized license keys 
and bizarre code-wheels to 
keep piracy at bay, but with 
consoles, the issue of licens- 
ing could be dealt with at a 
hardware level; by the time the 
SNES rolled round, Nintendo 
had begun installing chips that 
blocked counterfeit games, 
while certain titles included 
their own checks, the infamous 
screw-you from Earthbound 
being one of the most notable 
examples of the time. In the 
era of 8 and 16-bit, things were fine - 
you bought your game, you played it, 
you shelved or sold it. 


But by integrating individual licenses 
into the disc or cartridge itself, console 
makers inadvertently changed the re- 
lationship between gamer, game and 
disc - instead of seeing the disc itself as 
being relatively disposable and the li- 
cense being the key - as was, and still of- 
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ten is, the norm for software, especially 
in the download age - console gamers 
were encouraged to treat discs as the 
key itself. Having bought the game, 
they began to feel entitled to obtain a 
‘spare copy’ when internet piracy rose 
to prominence - but from a publisher's 
point of view, the lack of a separate li- 
cense key meant they nolonger had any 
idea if players were actually obtaining 
legitimately bought software, or snaf- 
fling something for free. Unsurprising- 
ly, they chose not to take any chances. 


Publishers haven't really helped the 
situation by doing so, of course; Ubisoft 
in particular had to make a U-turn after 
Anno 2070 was discovered to use up 
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one of three license uses when the 
user swapped out acomponentin their 
computer, while EA came under heavy 
fire for the DRM measures in Spore, 
which meant that users would have to 
contact EA to have license uses topped- 
up on a 'case by case basis' when they 
had installed the game too many times. 
As with Ubisoft, the controversy came 
from the fact that licenses could be 
permanently used up, but EA ultimately 
made good by switching to an iTunes- 
style system, whereby multiple PCs 
could be activated with one license 
then deactivated if no longer in use. 
The number of simultaneous license 
uses could be restricted but were left 
flexible enough for gamers to not 





become locked out of their purchase 
- a compromise that benefits both 
publisher and player, and is more than 
workable for consoles. 


Countering the secondhand market 
isn't going to ruin gaming, but so long 
as publishers can learn to be flexible; it 
will bring a bit of stability to the chaos 
of gaming retail. Will it kill the second- 
hand market? Not entirely - a physical 
disc with its own box and manual will 
always have value, but that value will 
certainly shift downwards for newer 
releases as the inherent value of the 
physical disc is downgraded, while clas- 
sic games will rise from there, as retro 
pieces and collectibles are wont to do. 











At the end of the day, plain old market 
forces will decide how to balance the 
value of license and disc, and history 
shows that it can work. It is pricing 
that is ultimately killing off studios and 
turning video games from slow-burn 
hits to first-day risks, and the problem is 
best summed up by Elite creator David 
Braben: 


"Its killing single player games in 
particular, because they will get pre- 
owned, and it means your day one sales 
are it, making them super high risk. | 
mean, the idea of a game selling out 
used to be a good thing, but nowadays, 
those people who buy it on day one 
may well finish it and return it” 


Because games are so expensive, first- 
day buyers often look to complete their 
purchase as soon as possible before 
trading in, securing more funds for the 
next big title; those who come (relative- 
ly) late to the game can find an enor- 
mous range of pre-owned, almost new 
games less than a week after a AAA re- 
lease. Before they went into administra- 
tion, GAME offered just such a deal that 
allowed players to return their game for 
a total loss of £5 GBP, turning their shops 
into pseudo-rental stores that flooded 
the market with secondhand copies, 
kneecapping developers and publish- 
ers alike and further reducing the time 
that a game could remain profitable. 


It is this truncated ‘tail, this period of 
profitability afterthe opening weekend, 
that is beating videogame retail into 
the ground, and it is a problem that 
other media and software types remain 
largely unaffected by; a trip to any 
major media outlet will usually turn 
up stacks of older DVDs, because at a 
quarter of the price of a game, even 
new releases of older DVDs will still 
sell, while purchasing 
secondhand can_ only 
save you so much. As for 
software, where prices 
for professional suites 
can reach astronomical 
levels and can't be relied 
upon to  self-regulate 
the secondhand market, 
another solution had to 
be found; that answer 
was licensing, and though 
it doesn't provide an 
air-tight seal against 
piracy or secondhand 
reselling, it calmed the 
software market when 
higher prices could have 
scuppered it. 


So long as publishers are 
willing to do as EA did 
with Spore - to learn from 
their mistakes and find 
the middle ground that 
keeps everyone happy - 
then gaming can regain 
some of its stability. Con- 
soles were built before 
the age of hacks, exploits 
and an always-on Inter- 
net, and now they have 
to deal with these very 
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same problems that the entire software 
market has had to. What could still be 
a healthy sharing community has come 
up against the realities of the Internet, 
and neither gamers nor publishers have 
done a great job of reconciling that 
situation. We’re in an age of connec- 
tivity where gaming shareware should 
be flourishing, but instead has fallen 
from favor and is seen as a risky option; 
there's no better time to change that. 


Games are growing up, but that doesn't 
just mean putting on nicer clothes and 
cleaning up their language - it also 
means accepting the realities of a vola- 
tile market, and finding a good middle- 
ground with publishers. If everyone in- 
volved - from the creators to the players 
- can learn to do this, then we'll see less 
lay-offs and closures, gamers won't be 
stung by consistently high prices and 
the rabid panic surrounding piracy can 
be relaxed. It's a grand opportunity to 
leave the controversies of recent years 
behind us and get on with what we all 
really want - to sit down, chill out and 
play some goddamn video games. x 


Which ironically has turned pirates 

into heroes as they now help crack 
legal copies of the games So legal 
gamers can play without internet 


Stand back kiddies, Captain Crack Patches 
will save ye from that hornswaggle DRM! 


та 


We love you 
Captain Patchy! 
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Hey 915! Whitly here! For those of you 
who may or may not be aware, I've 
been watching anime lately as a way 
of challenging my unusual tastes in 
animation. It's been a very interesting 
experience, and Гуе been learning the 
ups and downs of the animation subset 
as a result. However, there's a particu- 
lar series I've been curious about for a 
while now, for obvious reasons of its 
popularity, yet have been hesitant to 
check out until recently: 


Yeah...l'd never seen Fullmetal Alche- 
mist or Fullmetal Alchemist: Brother- 
hood prior to writing this piece. It's not 
that | didn't want to or anything, but 
I've had several...| guess you could 
call them "roadblocks"? For one thing, | 
had school. Unlike other genres of an- 
ime, Shonen (aka the fighting genre) 
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is known:to be long. As in VERY long. 
Despite a heavy workload, plenty of 
essays, and tests to write and long 
hours in school, 8, 13 or 26 episode 
shows-while still requiring commit- 
ment to sit through-were manage- 
able because they could be broken up 
and watched іп chunks over a given 
week. Shonen...cant, as it's much 
longer than other апіте апа requires 
serious commitment to sit through. 


Given how both shows make up 
a combined 115 episodes, it's too 
much for a 4th year who's already 
struggling with time-management as 
is. Additionally, | wasn't sure how to 
really approach this franchise. If | put 
aside the length, there are two versions 
of the same story to choose from. Of 
course, most of the people Гуе asked 






point to the second iteration as the 
one to start with. Personally though, I'd 
much rather start with the original, as I 
like to go chronologically when | watch 
my entertainment. It's for that same 
reason that l'd marathon the Prequels 
before the Originals when it comes to 
the Star Wars franchise. 


And speaking of which, there's that 
"Star Wars" aspect: in a video review 
posted by the  ever-so-awesome 
JesuOtaku (seriously, check her stuff 
out,) the FMA series was compared to 
the Star Wars franchise in terms of its 
popularity amongst anime fans. And 
these concerned me, as-and forgive 
me for saying this-l'm not a terribly big 
fan of Star Wars. Over-hype killed The 
Original Trilogy, mostly because | knew 
everything there was to know and got 
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bored waiting for something exciting to 
happen, and liking The Prequel Trilogy is 
viewed as a“sin” by die-hards. So having 
a direct comparison to a franchise | 
stopped giving two f***s about years 
ago from a reviewer Га recommend 
in a heartbeat didn't leave me very 
enthusiastic. Lastly, there was the 
subject matter. Why's this a problem? 


Well, the franchise reeked of Nazis 
and excessive atheism, neither of 
which thrilled me on a personal 
level. It's not that either can't be 
done well, it just bothers me when 
both are made the main focus of any 
entertainment. My complaints were 
proved unjustified upon watching 
the show, as it was self-aware enough 
to not draw too much attention to 
that, but the concern was still there. 
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illogical or not, Amestris reminds me 
an awful lot of Nazi Europe. Unless Nazi 
Europe is painted as the ultimate failure 
it was, | prefer avoiding it altogether. If 
| sound like I'm nitpicking right now, 
keep in mind that it’s not intentional. 


These are, in fact, real concerns I've 
had ever since | found out that this se- 
ries even existed. But it got more and 
more tempting over time, so | finally 
caved and decided to watch Fullmetal 
Alchemist. | might watch Fullmetal Al- 
chemist: Brotherhood some other time, 
but I've maundered enough as is. For 
now, I'll just cut to the chase: 


Fullmetal Alchemist takes place in the 
magical realm of Amestris, where al- 
chemy and science work in tandem as 
one entity. It begins with two brothers, 
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Edward (or Ed) and Alphonse (or Al) 
Elric, performing said alchemy to raise 
their dead mother from the grave. Un- 
fortunately, since alchemy uses a meth- 
od of swapping known as “Equivalent 
Exchange,” Ed loses his left leg and Al 
his entire body. 


What's worse, human being are inca- 
pable of being revived with alchemy, 
so their botched project goes to waste. 
Desperate to fix things, Ed sacrifices his 
right arm to attach Al's conscience to а 
suit of armor, enlists in the military as 
a State Alchemist and travels with his 
younger brother to find the Philoso- 
pher’s Stone and restore everything to 
how it originally was. 


As expected, fun and adventure then 
ensue. 
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— Even if it's an unrealistic wish, | still really want an armiblade like Edward's: 


onestly, this is the most-lu- 
H dicrous way to start off any 

show I've ever watched. I've 
seen weird in my anime before, it large- 
ly thrives off it anyway, but this is nuts! 
Why would two kids perform resurrec- 
tion alchemy, a practice that's danger- 
ous even on paper, just to bring back 
their dead mother? And why would 
they lose their limbs in such a disturb- 
ing fashion? And why would they ac- 
cept their fates so casually? And what's 
with these kids trying to find a stone 
that may or may not exist? The show 
doesn't start with an introduction, or 
explanation, or anything of that sort. 
It's just, to put it bluntly, bizarre. These 
aren't even issues | had with the show 
going into the first episode, they've 
bothered me from the moment | first 
learned it existed last year. But, to be 
fair, Fullmetal Alchemist makes the 
very best of its premise and turns it into 
something with infinite heart. It even 
answered the questions | just brought 
up in Episode 3, which is where the 
leads’ backstories come into play: 


rection alchemy? Because their 

father abandoned them when 
they were little, their closest friend- 
Winry-had lost her parents in war and 
their mother died from a terrible ill- 
ness brought on by grief. They couldn't 
stand being alone, so they took a dan- 
gerous risk and decided to revive her. 


1 Why would they perform resur- 





Why did they lose their limbs? 
Because of Equivalent Exchange, 
the price of alchemy. 


Why did they accept their fates? 
Because they had no one to 
blame but themselves. 


Why are they traveling the world 
to find the Philosopher's Stone? 
Because that's the only way they 
can fix their broken bodies, as the Phi- 
losopher's Stone is the only object that 
can bypass Equivalent Exchange. 


Call it surprising, but one of Fullmetal 
Alchemist's biggest strengths is that 
it both acknowledges and answers 
its own questions. It leaves some 
ambiguous, that’s a given, but each 
time you think something will go 
ignored it's eventually dealt with. In 
that sense, this is the most self-aware 
Shonen out there that I'm aware of. 


But it's also beneficial because it creates 
a connection with the audience: you 
care about Ed and Al, you care about 
their quest in spite of their decisions, 
you care about the world they live in 
and you care about the military they 
join despite its cruelty. And it does 
this by opening up these questions, 
leaving you to think about them and 
then answering them at the right time. 
In terms of the animation, I'm happy 
to say that Fullmetal Alchemist looks 


good...with reservations. That's not to 
say it looks bad, as that'd be a lie in of 
itself. Fullmetal Alchemist comes from 
Studio BONES, responsible for shows 
like Wolf's Rain, Soul Eater and Ouran 
high school Host Club, and it definitely 
shows: the character models are clean, 
the animation is crisp and high-end 
in every way, you can tell that a lot of 
heart and soul went into each of the 
51 episodes; heck, even the advanced 
lighting and shading in each scene 
is top-notch, which is something Га 
notice even if | wasn't paying attention. 
It's just a nice-looking show all-around. 


The problem is that, on occasion, it 
can cheapen out. Manga Iconography 
aside, there are moments where Full- 
metal Alchemist takes a few cheats to 
save time and money. I've heard a lot 
of talk from anime fans about how Stu- 
dio BONES has infinite money in their 
animation department, but that’s just 
not true. Гуе seen some of their other 
shows, and many of their still-frame, 
rough-edged design limitations carry 
over to here too. They're not too notice- 
able, but since this is an action show 
it'd have been nice to see a little more 
fluidity and a little less speed lining dur- 
ing the more intense action scenes. But 
that's nitpicking, it's still a great looking 
show for what's, apparently, an early 
work from the studio. 


Speaking of the show, the soundtrack 
is just awesome. Mixing classical music 
with a bit of bongos and metal on occa- 
sion, Fullmetal Alchemist's soundtrack 
is as effective as ever. The tunes for 
comedic scenes are very heavy on the 
bongos, the ones for emotional and 








Alphonselelric-aka Cyborg and ’Gaptain Тіп-Мап. 


sentimental moments аге light melo- 
dies, the ones for the darker moments 
are eerie and heavy and the ones for 
the action scenes are...well...’actiony,’ 
I suppose. The tunes repeat themselves 
constantly, and | don't think I'd listen 
to them outside the show itself, but 
its still a great-fitting and appropriate 
soundtrack that elevates an already 
well-constructed show. It's THAT good. 





f course, the voice acting 
O is top-notch too. | can't say 

much about the Japanese-I 
don't speak the language, nor do | know 
anyone in it other than Romi Park-but 
l've heard it's great as is. The English, 
provided by the ever-awesome folks 
at FUNimation, is quite good for 2004, 
even remedying one of the biggest 
flaws І ind with many dubs these days: 
the use of child actors to voice children. 


| don't know if it's a budget issue, but I 
find that a lot of dubs either use women 
or, in the worst case, fully-grown men 
to voice little kids. Not that the former 
can't work, talents like Mona Marshall 
have proven otherwise, but an adult 
mimicking a little kid's voice pales to 
the genuine article. 


Fullmetal Alchemist actually has 
kids for some of the roles, and that's 
great. I'm not terribly fond of a few 
of them-Charlet Dupar's Klaus, for 
example, is awful at times-but they 
get the job done and don't pull 
down ап already wonderful dub. 
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Speaking of which, the dub even has 
cameos from VA talents | never thought 
would be in it at all. Given that this is 
a FUNimation production, І wouldn't 
expect someone like Scott McNeil 
to have a role at all, especially since 
he's from Canada and not Texas. And 
yet he does. Leonardo's VA, Michael 
Sinterniklaas, from 20035 TMNT also 
has a role here, but l'm not as surprised 
here since he's done a few roles with 
FUNimation since then. I'm forgetting 
some names here and there, there are 
an awful lot that | know so little about, 
but let's just say that more-experienced 
anime fans would have a field day 
picking out the cameos. And, of course, 
they all do a great job. 


You're probably thinking to yourself, 
"That wasn't so hard, Whitly! | always 
knew that your issues with this show 
going in were unfounded.” Well... yeah, 
no. | think now's a good time to say this, 
as there’s so much to discuss here, but 
Fullmetal Alchemist did have aspects 
that irritated me. How so? Well, let me 
count thy ways: 


/ d 





tarting with the most-obvious 
S complaint, the Manga Ісопод- 

raphy is very distracting. l've 
said it before when І discussed Princess 
Tutu, and I'll say it again here: the con- 
stant flailing of the arms, the unnatural- 
ly-dilated pupils, the fanged teeth, the 
complete draining of color in the body, 
all this and more is jarring to gaze at. 


You have a great-looking Shonen, one 
with actual subtlety in the character's 
facial expressions fora change, and then 
someone's head swelling up and his 
mouth moving strangely throws it all off. 
| don't like this kind of animation, | tend 
to equate it with over-acting, and an- 
ime does it constantly. | don't know why 
it's so prevalent, but it drives me crazy. 
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Moving along from there, the running 
gags in this show are obnoxious. They 
get a chuckle on occasion from me, but 
they usually elicit the same reactions: 


Edward's insecurity about his height? 
Grow up and get over it. Lieutenant- 
Colonel Hughes's fawning over his 
daughter? That's not natural. Major 
Armstrong's narcissistic fascination 
with his muscular appearance? Good 
God, І want to smack this guy! Winry's 
over-obsessive love for machinery? 
*Sigh* Are all girlfriends like this? Heck, 
there's even a running-gag with Edward 
refusing to drink milk, claiming that it 
tastes like vomit. Guess what? It does 
taste like vomit! So what? It's these mo- 
ments that are trying to be funny that 


just irk me, and it wouldn't be an issue 
IF THEY WEREN'T CONSTANT. Seriously, 
this show's attempt at cheap humor is 
more bothersome than it should be! 


Next, Fullmetal Alchemist has zero re- 
spect for tone. Its frequent shifts are so 
sudden that half the time they come 
right the f*** out of nowhere. Some- 
times there isn't a reason for it, it just 
happens because "tone shift”. Some- 
times the tone shifts even clash, which 
is worse because you never know how 
to respond: my ears say “laugh,” yet my 
eyes say “бе afraid,” so my mouth forms 
an awkward halfway point that even a 
professional photographer would con- 
sider a worthy Kodak moment. How 
am | supposed to react to this scene, 
huh? There are also little features that 
bother me here and there: for example, 
Winry is overused at times, even if she 
serves a purpose in the grand scheme 
of things (I think the ending dedicated 
to her is proof of that.) Also, the show 
drags on occasion, possibly a result of 
the genre it's part of. Oh, and Psiren is 
the worst episode in all of Fullmetal 
Alchemist. It’s not even terrible as is, 
but it feels like it should've been part 
of the Lupin Ill series instead. It's frus- 
trations like the ones | just mentioned 
that really get in the way at times, 
dragging an awesome experience 
down in places it probably shouldn't. 





erything else. І know І just spent over 500 words 
complaining about what doesn’t work for me, 
but there’s an awful lot more that does: 


S o why dol like this show? Well, it's because of ev- 


Starting with the obvious, | really like Ed and Al. I've al- 
ready stated that it was their own fault for getting into 
their predicament, but the show does a great job at still 
making you care in spite of it. Much like Aron Ralston from 
127 Hours, you get a full scope of their childhoods, their 
pre-existing lives, the reasons behind their attempt to 
bring back their mother, the guilt they live with for failing 
and their determination to fix everything. It's also great 
how they're given their own quirks too, with Ed being im- 
pulsive and Al curiously-naive. And their brotherly bond is 
a believable one, sharing all the bickering, jokes, fighting, 
compassion, arguing, guilt, naivety and love you'd expect 
from their situation. It’s...endearing. 


Of course, Ed and Al aren't the only ones in Fullmetal Al- 
chemist either. When you factor in Winry, Shao Tucker, 
Scar, Rose, the military, Ed and Al's former teacher, a group 
on non-humans known as homunculi and every char- 
acter who has relevance to the grand plot of the show, 
you're left with a cast of 40-odd characters. In any other 
situation, this'd be a recipe for disaster on its own. And 
yet, they're all terrifically fleshed-out and developed, with 
intricate back-stories and fitting character-arcs regard- 
less of how late they're introduced. Even the homunculi, 
who’d be the least likely to have depth given their pre- 
dicaments, aren't exempt from this. It's enough to evoke 
pathos both when a character dies (which happens oc- 
casionally) or is injured (which also happens occasionally.) 
And since they're given depth without Ed and Al losing 
front stage, it's that much more impressive. 
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Give me a mood here, show: should І be amused, or 
disturbed? 
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oving on, Fullmetal Alchemist uses advanced 
M effects and abrupt tone shifts to keep the en- 

gage high. | know | pretty much slammed the 
show for its awkward tone shifts, but that doesn't mean 
they aren't effective-quite the contrary, actually. When the 
show wants to evoke sadness or anger, it can. And when 
it wants to evoke them simultaneously, it does. Not to 
mention, that heavy usage of contrast, shading, blur, film 
grain and the like to underscore important events or times 
of day is just as crucial to the general story, even feeling 
like an unspoken-character at times due to its prevalence. 
When a show does this as efficiently as Fullmetal Alche- 
mist can, you know it's something special. 


In a similar vein, | really admire the show's thematic depth. 
At its core, Fullmetal Alchemist is a cautionary tale about 
the dangers of messing with the natural world, and that 
remains its focus point. Butthe show also tackles the reali- 
ties of war, the value of family bonds, political corruption, 
the nature of revenge, the frailty of life, even the duplicity 
of love. And it tackles them regularly and superbly, perhaps 
even better than it should. What's more is that the subtext 
is rich enough for the more-trained mind to read into, yet 
the visuals are explicit enough that a simpleton can under- 
stand why episodes like Night of the Chimera’s Cry and Re- 
union of the Fallen are so profound and disturbing. It's the 
expert juggling of simple and complex that allows anyone 
to watch the show, thus adding another tick in its favor. 


Of course, the story itself is also wonderfully engaging. 
Ignoring the characters, tone and themes, Fullmetal Al- 
chemist is a show with a grand story that never ceases to 
amaze. Every episode is entertaining; there are frequent 
twists to keep things interesting, it’s just a roller-coaster 
ride of frequent loop-de-loops, twirls and spirals. Even 
the filler episodes, which usually hurt Shonen because of 
their tendency to feel like belaboured-padding, are well 
crafted, being unnecessary additions that somehow feel 
relevant at episode's end because of their surprise story 
points. There's really no other way to describe it, Fullmetal 
Alchemist is the master of plot twists in anime! 


But what really makes Fullmetal Alchemist so great is that, 
in theory, it shouldn't function at all: there are too many 
characters, and they're all given too much screen-time.The 
story has way too many twists and turns, some of them 
last minute. The tone is all-over the place, often contra- 
dicting itself. In another show, the premise would've been 
long dead by the halfway point. And yet, despite all odds, 
it works, and far better than anyone could've imagined. It's 
not a perfect show by any means, I've already stated what 
І didn't like, but it's absolutely a great one. 


"ON THAT DAY, ALL FEMALE OFFICERS WILL BE REQUIRED 
TO WEAR...TINY MINISKIRTS" Me: Yay sexism! 


Of course, just like the aspects that annoy me, there are 
also additional tidbits that | adore. Most prominent is that 
of Equivalent Exchange, which is the driving force behind 
all 51 episodes. It's such a fascinating and poetic concept 
to have to give up something in exchange for something 
else of equal value, and it leads to so many possibilities 
that are exploited quite well here. | also like how creative 
the alchemy can be, making objects that range from sim- 
ple walls to complex machinery. It's this level of endless 
possibility that ups the ante, further proving how well this 
show really works in spite of itself. 


At the end of the day, would! recommend Fullmetal Alche- 
mist? That's a ridiculous question, of course | would! Sure, 
there are some issues here and there, but that's like trying 
to bite through the crust of mom's Shephard's Pie with a 
pair of dentures. It might be a hassle, but it’s worth it just to 
get to the meaty center you love so much. And that's this 
show as a whole: kinda rough at times, but worth sitting 
through because of the awesome. And while | wouldn't 
consider it my favorite anime, it's well worth the watch. 


Well, that about does it for me! Tune in next time when I 
pick another topic that's much longer and more difficult 
to write than this one. And until next time, this is Whitly 
saying, "Read, comment and goodnight!” 
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by 91 6ix1337 


Secret of Mana is considered to be one of the greatest RPG's on the Super Nintendo, but does its 
sequel Seiken Densetsu 3 deserveto becomparedtothe original orshouldithave stayedinJapan? 


Seiken Densetsu 3 - The Secret of 
Mana sequel that was never offi- 
cially released in North America. Re- 
leased on September 30, 1995 this 
game not only takes what was good 
about the first game but it improves 
on it making it even better than the 
first, which is no easy task consider- 
ing how great the original was. De- 
spite the fact that the game carries 
an E-rating, many levels, characters, 
and general situations in the story 
are quite dark. Then again, ESRB 
ratings were nowhere near as strict 
then as they are now. Developed 
and published by Square the game 
uses the same style of action RPG 
gameplay, as well as the ring menu 
system from the first game but im- 
proves on both for the most part. 
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Mana Spirits from Seiken Densetsu 3. 
Clockwise from top-right: Jinn, Shade, 
Gnome, Undine, Wisp, Dryad, Luna and 
Salamander: 

-Luna Day - Moon magic is stronger 
-Salamando Day - Fire magic is stronger 
-Undine Day - Water magic is stronger 
-Dryad Day - Wood magic is stronger 
-Jinn Day - Wind magic is stronger 


-Gnome Day - Earth magic is stronger 


-Mana Holy Day - All elemental magic is 


balanced. 


STORY The story is relatively simi- 
lar to the first game where 
you must go to the Mana Tree and re- 
vive the Mana Sword, but what Seiken 
Densetsu 3 does differently from the first 
game is that instead of having the game 
revolve around a boy, girl, and sprite 
the game revolves around any three of 
the six characters that you choose at 
the beginning of your game. Each story 
revolves around a faerie attempting to 
revive the Mana Sword with the help of 
whatever character the player had cho- 
sen. Each character has their own back- 
story and their own personal reasons for 
reviving the Mana Sword. 
Depending on 


GAMEPLAY what character 


you chose at the beginning, you face a 
different main antagonist and ultimately 
final boss. Being able to see multiple 
characters points of view and what their 
reasons are to find the Mana Sword a 
great way todevelopthe story for not only 
RPGs but for all video games in general. 


Seiken Densetsu 3 is an action RPG and 
it uses the same mechanics and plays 
much like Secret of Mana with the use 
of the ring system and magic. The Mana 
Spirits from the first game make an 
appearance not only to be used again 
for magic but also to represent each 
day ofthe week. In each week there are 
seven days represented by the six Mana 
Spirits with night represented by the 
Mana Spirit Shade. Depending on the 
day one type of magic will be stronger 
than the others. 


Unlike Secret of Mana, Seiken Densetsu 
3 not only uses the standard RPG sys- 
tem of leveling up to increase strength, 
health etc. but it also uses classes to 
make each character stronger. 


The Character will start in a neutral class 
but after finding a Mana Stone and be- 
ing past certain level the player will have 
the choice of changing the character toa 
light class or a dark class which can then 
be changed into a light-light class, light- 
dark class, dark-light class or dark-dark 
class later in the game. 


Each class gives the character a new 
more powerful attack. The new attacks 
can be used once a bar below each char- 
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acters health fills. The bar fill by hitting 
any enemies on screen and once the bar 
is filled you can unleash an attack that 
is much stronger than your standard at- 
tack, much like Secret of Mana’s charge 
attacks. Unlike Secret of Mana you have 
no choice on which weapons each char- 
acter is allowed to wield. 


Being able to choose what weapon each 
character was allowed to wield was one 
of the better aspects about the first 
game and the fact that it was left out of 
the sequel was disappointing in some 
way but the game makes up for it but 
allowing you to choose which charac- 
ter you will play as with each character 
wielding a different weapon. 
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GRAPHICS Not too much has 

improved from the 
first game, but that’s not a bad thing. 
The first game had a really good feel 
to it, where each area looked and felt 
unique to the others and was an over- 
all nice looking game. The same can be 
said about the second. The feel of each 
individual level being unique really adds 
a good sense of variety to the game. 
There are a few slight improvements 
throughout the game, one of them be- 
ing the background while on top of a 
mountain where you are able to see a 
landscape of the world below just next 
to the cliff side. 


The only major improvement was the 
navigation. In the first game while riding 
on your dragon it was quite easy to get 
lost in the sky with the only map being a 
globe only accessible through the start 
button. While in the second there is a 
mini map оп the top left hand corner of 
the screen making it easy to find where 
you are and where you need to go. Aside 
from that, the improvements were just 
minor as there were no other major 
changes to the sequel that really stood 
out in comparison to the first game. 


One very nice aspect of the game was 
the color, not only that the game had 
large color pallet especially compared to 
games nowadays but that the color real- 
ly gave each area its own feel, the bright 
fields feel very open, shaded forests give 
a more secluded feeling, caves are dark 
enough to give a more condensed or 
confined feel while being bright enough 
to keep the level from feeling lifeless. 
Overall it is as good looking as the first 
game with some improvements. 
MUSIC The music of the first game 
was arguably the best part 


about the game, and even though the 
music in the sequel is very good, it can’t 
compare Secret of Mana. Throughout 
the game you will hear some very nice 
and catchy music, a lot of which adds 
depth to each level but not to the extent 
of Secret of Mana. 


A few of the tracks in the game are 
some of the Super Nintendo’s music at 
its best. So many tracks are very well 
composed at each fits each situation 
and tone perfectly may the situation 
be serious, dramatic, joyous etc. Some 
of the tracks in this game are some of 
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Amazoness 


Rune Maiden 


Fenrir Knight 
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Meeko (Hawkeye) 
Theif 


Rusty (Duran) 
Fighter 


dH 


Ninja Master 





The fighter will use his hands/feet, the knight will use his sword, the thief will 
use his knives, the magician will use her staff, the sprite will use her ball and chain 
and the Amazon Warrior will use her spear. This gives the player some variety and 
choices over what weapon are use. Overall the gameplay is even more enjoyable 
than the original and extremely fun throughout the entire game. 


the best on the console and that is say- 
ing a lot considering how legendary the 
Super Nintendo music library is, but 
it is not on the same level as the first 
one; but then again, it is hard to find 
music that surpasses Secret of Mana. 

There is a diffi- 


DIFFICULTY cult side to the 


game, but nowhere near hard enough to 
ruin the game. The difficulty in the game 
derives from only anumber of levels and 
bosses. As stated before you can change 
classes for each character and once you 
change classes the character becomes 
much more powerful where all their 
stats (strength, agility, vitality) raises by 
at least 3 points. 


This is very helpful considering that once 
you level up you choose 1 of 6 stats to 
raise by a 1 point, thereby raising all stats 
by at least 3 points the game becomes 


slightly easier. One thing that makes this 
game easier compared to the first one 
is actually the item storage. In the first 
game you can only carry a maximum of 
4 of each item, which can be extremely 
irritating when fighting a boss or going 
through a difficult part in the game. In 
the sequel you can carry up to 9 items 
and put a maximum of 99 in a storage 
that you can access at almost any point 
in the game (not during battles). 


The game is only difficult at certain 
points in the story where you may just 
need to spend a bit of time level-grind- 
ing to be able to make it through the 
area without getting too aggravated. 
One aspect that is a huge change in dif- 
ficulty is the use of magic. Much like the 
first game, magic really helps you out 
when trying to get through the tougher 
parts of the game, or just giving you a 
good advantage when trying to beat 
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the tougher bosses. Much like Secret 
of Mana, the magic decreases the dif- 
ficulty of the game significantly if you 
are too reliant on it and use it at almost 
any given moment - however, even with 
powerful magic many boss battles can 
still pose quite a challenge with a ma- 
jority of the later boss battles lasting for 
well over 10 minutes, as well as some of 
the bosses who are able to defeat your 
entire party in as little as 3-4 attacks. 


While the game is difficult, it is not over 
the top allowing the game to be chal- 
lenging without becoming frustrating. 
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ORIGINALITY Den sets u 


3 is a sequel to Secret of Mana, so it 
uses the same game mechanics as well 
as a similar story. Whereas in the first 
game you were tasked with collecting 
8 Mana seeds, you now have the task 
of defeating 8 ‘God-Beasts’, who are 
determined to destroy the world. One 
thing that was more creative and origi- 
nal was having the story told though 
the eyes of the different protagonists 
in the game, something which was re- 
ally unique, and I'd like to see devel- 
opers use this idea on games today. 
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The game is not overly creative in cer- 
tain aspects considering it is a sequel, 
but the changes that were made make 
the game feel like a completely original 
game instead of a sequel. 


REPLAYABILITY 


As stated before, the story is seen 
through the eyes of the first protagonist 
chosen at the beginning of the game 
and with a total of 6 characters and 3 fi- 
nal bosses the replay value is very high. 
Combined with 4 possible final classes 
for each character and a customizable 
team, the game can be played through 
multiple times with a completely differ- 
ent experience every time. Anyone who 
enjoys really digging in and finding ev- 
erything in a game could easily be play- 
ing this game for several months. 
Overall Seiken 


CONCLUSION Densetsu 3 is 


one of the best SNES games ever made, 
which begs the question, why was it 
never released outside of Japan? The 
gameplay, story, and music are all top 
notch and not only it is a sequel to one 
of the best SNES games ever made but 
it actually surpasses it in many fields. 
This game is easily one of the best RPGs 
ever released and it can stand on its own 
even when compared to legends such as 
Final Fantasy УІ and Chrono Trigger. 


Now Nintendo should release Seiken 
Densetsu 3 on the Virtual Console with a 
proper English translation, not just a fan 
translation. Although the game does not 
have an official North American release 
there are modified copies of the original 
with an English translation. Even though 
it is possible to obtain the English car- 
tridges off of eBay they can sometimes 
cost quite a bit of money but to any 
hardcore RPG fan it is well worth the in- 
vestment. It needs to be played. 
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І have to admit, Іт a retro gamer. Actually, this is one of the main reasons 
for ту membership at ScrewAttack. І get that vibe around the site. І always 
go back to the pre-XBOX era and enjoy every second of it. It’s not that | don’t Ф аа 

find anything good in modern games; some elements in retro games are, well, «7 
6 better. It might be because of technological limitations or social conventions, ' 
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1 0 Originality-Like, Nothing 
You've Ever Seen 


The fewer concepts were done in the past, the easier orig- 
inality can be achieved. And in the retro era, there were a 
lot of new ideas to develop. The first Mario spin-offs, the 
first fighting games, the first mini-games collections, the 
first rhythm games are proof that the first use of a con- 
cept always feels better. 


Nowadays, it feels like we've seen everything. Some fran- 
chises are over a dozen games in their numerals. The milk- 
ing of an idea starts feeling bland pretty quick, unless you 
did play Rock Band 3 lately... 








Simplicity 
Easy to Learn, Hard to Master 


Run. Jump. Action! That pretty much sums it up for most games. 
Of course, it had to be simple if we wanted to play as 3 years old. 
This is why most of us started young. At first, you die early, mak- 
ing the same mistakes over and over again until you learn about 
patience and timing. This is when the challenge starts. 


Right at the start, you know exactly what you have to do; you 
just have to find the best way to do it. It's the perfect learning 
curve! Plus, you only have a couple of buttons to try out. These 
days, show a non-gamer friend how to play Halo and then show 
him how to play Mario, | can guarantee that he will learn the 
latter first. 


He'll still die at some later stage, but he'll have more fun dying in 
lava than running around looking up trying to understand how 
to use two joysticks at the same time. 


ЗЕЛЕ ЧАБАЛ НЕШ НЛ EIER 











Challenge 


Competition 
Mine is Better than Yours 





Rivalryand competition ruled the past. There were fanboys ev- 
erywhere defending their gaming equipment. Why? Because 
they could! They had exclusivities. They had different func- 
tions! They had an equal market! We didn't have enough mon- 
ey to buy both! In the end, you were a Sonic Fan or a Mario Fan. 


Also, with the absence of leaderboards and online gameplay, 
we created our own competitions and honed our skills just for 
a boasting chance. Arcades were home to the best interactive 
tournaments. Youwouldemptyyourpockets of change justfor a 
glimpseofglory,aminutetoshineastheunbeatablechampion. 


lf you were bad, you could find big kids to look up to and 
friends to root for. With that in mind, there were no losers or 
noobs, just winners. 


You are your Biggest Obstacle 


| talked about challenge early on. I'm not debating that there 
are still games out there which are challenging (I haven't played 
them but still). I'm also not implying that there were no easy 
retro games. What Іт saying is that before the honing of arti- 
ficial intelligence, nothing could feel cheap. Difficulty was set 
purely by level design. Let's face it, sometimes, we're just com- 
plaining for no reason when it comes to the way we lose or die 
(Damn you blue turtle shell). But in the early days, everything 
came down to skills, timing and memorization. Even today, if 
you go back to playing an old NES game and have a hard time, 
you won't say that retro games are more difficult, you'll say that 
you suck. Why? Because you know it's your own dang fault. 
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Ridley's Hideout 


5 Unrealism 
Dream on! Sky is the Limit! 


Realism is a great asset for a game these days. It's the main reason racing, 
sports and war games like Gran Turismo, Madden and Battlefield sell. 
But, what happened to totally unrealistic games? You know these games 
where nothing made any sense, where you had the possibility to execute 
unthinkable moves. These were abundant back in the days. Just look at 
Mario and ponder what kind of twisted man came up with this idea. This 
gave way to such classic crazy games like Tomba!, Twisted Metal, NBA 
Jam, F-Zero, Uniracers, Vectorman, Gunstar Heroes and so on. Even sup- 
posedly realistic games like Triple Play and Tony Hawk had some crazy 
modes! We didn't have to think of who invaded America; we knew it was 
the killer tomatoes or the crazy aliens. In any case, we were too busy 
looking at the freaks and the colors to care! The fastest way to blow a 
gamers' mind is to show him something he could not even dream of! 





6 Evolution - Something Bor- 
rowed, Something New 


| talked about challenge early on. I'm not debating that there 
are still games outthere which are challenging (I haven't played 
them but still). Гт also not implying that there were no easy 
retro games. What I'm saying is that before the honing of arti- 
ficial intelligence, nothing could feel cheap. Difficulty was set 
purely by level design. Let's face it, sometimes, we're just com- 
plaining for no reason when it comes to the way we lose or die 
(Damn you blue turtle shell). But in the early days, everything 
came down to skills, timing and memorization. Even today, if 
you go back to playing an old NES game and have a hard time, 
you wont say that retro games are more difficult, you'll say that 
you suck. Why? Because you know it's your own dang fault. 





Individuality 
You Can Go your Own Way 





Am І the only one who gets annoyed when І see Modern 
Warfare Xbox360/PC/PS3 "full" version, Wii "cheap graphics 
motion control included" version, Nintendo DS "not really 
good and pretty much boiled down to nothing" version and 
cell phone "why the heck would you not download Angry 
Birds" version? In the 90's, when a popular game was port- 
ed on a handheld, it was changed completely with a differ- 
ent story and adapted gameplay. In short, a new game only 
reused foundations and built up from there. As for the con- 
soles, the SNES was known as the traditional family friendly 
platform and the genesis was known as a more mature 
one (you know, because of the blood option in MK and all 
the other reasons | can't quite think of now...). These labels 
stuck on the N64 and PSone, and they are still here today, 
but most of the current gen consoles are trying too hard to 
please everyone. Іп the end, one market has to come first. 





Quality 
Plenty of Fish in the Sea 


If you don't believe me try it. But lets set some rules: No 
movie, cartoon, adaptations of any kinds. Actually, even if 
you keep these, you still have a better ratio of good enjoy- 
able games. At least, there were more surprises than disap- 
pointments. When | worked at Best Buy, I had such a hard 
time telling people what to buy on the Wii... There seemed 
to be so much crap being developed. It's the opposite for 
older consoles (scratch the 80's game crash). You can't even 
begin to count the hidden gems, just look at the vault! B.O.B, 
Captain Skyhawk, Tomba!, Mr.Bones, Rock N' Roll racing are 
all great underrated hits. We had never heard of them, but 
now, through the magic of internet, we do and we love it! 
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Nostalgia 
Never Letting Go 


Nostalgia is a cruel mistress, but we cannot ignore it. We're gam- 
ers! Games have been a part of our life for so long, they're also a 
part of us. We can't ignore the friends we made playing games. 
We can't forget the memories stuck in our heads, the stories we 
dreamed about, the universes shown to us! We all had moments 
where games cheered us up, made us think, made us sad... We are 
what we are because of these games and we will always honor 
them. Even though nostalgia has become a marketing scheme 
more than anything, we will fight to the end for our classics... 


Dragon 
TERRA 
EDGAR 
SHADOW 








Expectations 
Hoping for the Best 





Where did we get our reviews? Well, from Nintendo Power, 
one or two TV shows we did not Care for, some commercials 
and our friends. What did we base our decisions on? The judg- 
ment of our friends and the cover of the game were pretty 
much our only clues. Why all these questions? What do you 
expect? Nothing. And that's mostly what we expected from 
a game at the time. This brings mostly surprises of a game 
being better than we hoped. When a game had the balls to 
hype itself, it had better back it up. Most of the time, it did! 
In the end, less disappointment means better memories. 
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Calendar - May/June 2012 


1 





Akai Katana 


Xhox360 


Jam Live Music Arcade 





(ШШ 


Lollingp Chainsaw 


Inversion 

" Krater 
Madagascar 3: The Video Game ” 

PEPS3 Kbox 360 


PS3 Kbox360 


The Sims 3:Katy Perry's Sweet Treats 


SS ЗЬ Т 


NEXT MONTHS: 


The Dark Eye: Ghains of Satinav р x 


Darksiders 2 
The Amazing Spider-Man 


Magna Mundi 
y х , The New Adventures of Sherlock Holmes 
е6 PCT, Fallout MMO 
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Dragon's Dogma 
PS3Mbox 360 
Hl ire № GhostRecon: 

ишге Soldier Damage Inc. 
M = Pacific Squadron WWII 
Sorcery PE /PS3 Kbox 360 
PS3 П 
Risen 2:Dark Waters 1 
PS3 Xbox 360 
Men In Black: Alien Crisis Man Payne 3 


Atelier Meruru: 
The Apprentice of Arland 
PS3 Xbox 36 


1 Brave: The Video Game 
PC /Р53 рох 360 Wii 






Xhox360 








Xbox 360 
М, 


PS3/Kbox360/Wii . 


Release Dates from April 15", 2012. | 
Game's release dates may change during the month. 


Theatrhythm Final Fantasy 1 
Anarchy Reigns 

Ice Age: Gontinental Drift- Arctic Games 
NCAA Football 13 

The Last Story 

Prototype 2 
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Sniper: GhostWarrior 2 
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